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that the silly season is finally ove 

distributors are finally looking at thei 
releases For 1994, I am pleased to inform y< 
that this year is 
going to be 
HUGE! 

But before I get 
into that, 

probably the most 
exciting release 
news is about old 
releases! With the set 
up of Nintendo of 
Austrolia (which 
I detailed in 
NMS' 

December issue) 
you can look 
forward to 
having all the 

Nintendo titles 

across all 

formats 

available 365 days a year from now on. That 

means you shouldn't have any problems finding 

brilliant games like Mario Karl anymore, or any 

of the older NES Mario titles, the Kirby's or any 

of the other brilliant games put out by Nintendo 

itself. Now, that's whot I call good news! 

On the new release front, Mattel has indicated 
that it will be taking a more aggressive 
approach to Nintendo releases by announcing a 
strong line-up before the Las Vegas Consumer 
Electronics Show (CES) was even held, last 
month. Apart from Yoshie's Cookie, Aero the 
Acrobat and Zombies (all reviewed last month), 
and Tournament Fighters (reviewed in this very 
issue], you can expect to see Fotal Fury next 
month, Aladdin, The Flintstones, Thejetsons, 
Super International Cricket (finally) and an RPG 
called Lufia & The Fortress of Doom. Naturally 
we'll be reviewing the lot of them. 

Metro Games, Sony, AMI, HES, Electronic Arts 
and HEG hadn't finalised their releases by the 
time I got around to writing this, but you con be 
sure that there will be a veritable flood of 
releases from March onwards. I mean, more 
distributors has to mean more games, doesn't it? 

Though, perhaps the most incredible news of all 
in (tils, the year of the sequel (after all, you can 
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expect to see Super SFII, Mortal Kombat II, 
Slarwing II among others, reappear on the 
Super NES), is the expected return of Nintendo 
as a presence in the arcades late this 
year when the arcade version of the 
Project Reality 
64 bit 
console 
should be 
unveiled. 
On the home 
front, despite 
the release of the 
miga 32 bit 
system and the 
expected mid-year 

v.- launch for 

the 3 DO 
and the Atari 
Jaguar 64 
bit-ers, there 
doesn't seem 
to be much 
doubt that 
if Nintendo 
can keep 
the price of its 64 bit home console to under the 
US$250 that it is aiming for, then the future of 
video gaming will be looking very rosy indeed 
for all N-heads. 

DEARLY DEPARTED 

It is with a heavy heart that I have to inform you 
of ihe departure of the lissom Vanessa Liberiou 
from the hallowed NMS offices. Our former 
Office Manager and pin-up girl has left us in 
order to devote her time to help her loved one, 
Robbie, make oodles of money so that her father 
will then allow her to get married. I speak for all 
at NMS when I say "Run, Robbie, run for the 
hills!" 

The more eagle-eyed among you will have 
noticed a new name under the title of Office 
Manager for NMS, that of the twisted and bitter 
Julie Wall. Julie has already started out on the 
wrong foot by refusing to make me coffee 
whenever I demand it, so I wouldn't get too used 
to seeing her name in NMS if I were you. 

FOT BOY SEX: BURPING 
AFTER MEMS IS a 
SPIRITUAL NECESSITY 
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TMNT TOURNAMENT FIGHTERS 
p20 

A rock-hard beat-'em-up that has the SFII contingent 
raving. Packed with mutants, heaps of special moves 
and a blistering pace. Cowabunga! 

CHOPUFTER III p26 

The ol' Search/Rescue team are at it again, rescuing 
POWs from the clutches of deranged madmen all over 
the globe. Cor! 

SUPER EMPIRE STRIKES BACK 
p28 

You've seen the preview, now luxuriate in the full 
NMS review! 

R-TYPE III p32 

Shooter fans will be kept busy with this sequel to 
the sequel as you combat the evil Bydos to save the 
universe from a fate worse than having cold custard 
poured down your back! 



MAJOR TITLE p34 

There's this little white ball, see, and 
you have all these sticks with knobs 
on the end that you get to wave 
around. It looks like a golfing sim, 
but is it? 



SKYBLAZER p40 

Gee whiz, a platform adventure. What a surprise! 
Naturally, it's incredibly original and will change th< 
face of video gaming as we know it. 

COOL SPOT.....p42 

Ooh! Controversy! Read all about it! 

ART OF FIGHTING p46 

The long-awaited conversion is finally here, but is it 
any better than the other sad Neo Geo conversions? 




REVIEWS 



BUBBLE BOB- 
BLE 2 p24 

Hello trees. Hello flow- 
ers. Hello birds. Hello 
grass. Hello bubbles. 
Hello bobbles. 

KIRBY'S 
ADVENTURE 
p36 

A new NES game in 
which you play the char- 
acter of Kirby and try to 
avoid being put in a 
kebab and eaten. 
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ADVANCE 
SCREENING 




NBA JAM pi 4 

It's sneak preview time as we await the 
release of what is almost certain to be the 
hottest game of 1994! 

DENNIS pi 6 

The game of the movie of the TV series of 
the comic strip. 

PINBALL DREAMS pi 7 

Can this excellent Super NES game make it on 
the Game Boy? Uh-huhJ 

LAWNMOWER MAN pi 8 

Does the game live up to the graphics in the 
movie? Don't ask me, turn to pi 8 and take a 
look for yourself! 

FXTRAX pi 9 

A little bit more news is filtering through 
about the second FX chip game, which is now 
looks good for a June/July release. 



DEPSX R TMEN TS 

THE FRONT PAGE p3 

Also known as Fat Boy's Fun Page For All The Family. 
This month, connect the dots, colour in outlines, joke of 
the month and a snakes and ladders board game. 

NINTENDO NEWS NETWORK p6 

All the news from around the globe about what's going 
on in the land of Nintendo. 

MAILBAG p50 

A bumper crop of hate mail as Fat Boy decides to answer 
his critics with a few well-pointed barbs. 

Q&A p52 

The Skull is suffering from heat stroke. Maybe he should 
get a haircut. 

TIPS AND TACTICS p54 

Send in your tips and you could win a really neat prize 
for your troubles. See, we're appealing to your greed 
here. 

THE LOST VIKINGS PLAYERS GUIDE 
p58 

A tough look at a tough game. If you've been having 
trouble completing The Lost Vikings, this guide is for 
you. 

SHADOWRUN PLAYERS GUIDE 
p62 

NMS proudly presents one way, but not the only way, to 
get to the end of this brilliant RPG/adventure game. 

PULL OUT POSTER 

A backboard-crackin', slam dunkin', mutha-funkin' Jam 
session. Yow-sah! 
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matters, where 
MS exposes all 
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• NEW GAME 



• BY:CAPCOM 



• SUPER NES 




what cou 
Nintendo 






• HARDWARE • VIDEOS 



MKII. TOO? 
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• NEW GAME 

• BY: MIDWAY 

• SUPER NES 




e was nothing to 
That's when we 

ised that old Rod 
got the dates 



i up (old age, 
_ _ee...); so young Andio .. 
cover the truth. Mortal Kombal II 
lanigans, ar 
pops" he had the gam., 
fully sussed out. 
Basically, it's the sa 
as the first MK, but with 
! fighters, r 
; and (yes, you 
-d it) new 
ounds. Gone < 
d Sonyo, but 



fighters, 
well as Shang Tsui 
So, is it going to 
come out on trie 
Super NES as its 
predecessor did? 
Well, it's n 
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TH* OFFICIAL NMS CHARTS 



Game Boy 



1 NBA ALL-STARS (-) • 

2 MORTAL KOMBAT (2) 

3 LAST ACTION HERO (-) • 
SUPER MARIO LAND 2 (3) 

3 JURASSIC PARK (1) 

6 F- 15 STRIKE EAGLE (4) 

7 DRACULA (-) 

8 LEMMINGS (-) 

9 BATTLETOADS (S) 

10 AGROSOAR{8) 



Super NES 

MARIO ALL-STARS {1 1 
SF II TURBO (2) 
SUPER BOMBERMAN (4) 
FLASHBACK (-) 
JURASSIC PARK (3) 
CHASE HQ (-) 
CRASH DUMMIES (-) 
BATMAN RETURNS {-) 
BATTLESHIP (-) 
MORTAL KOMBAT (6) 




OH MY COD, NO NES?!! 

As you will have seen from this month's charts, there are no NES games listed! This sad state of 
affairs has been brought about by a lack of new releases, though that's not to say that NES games 
haven't been selling at all. Old NES titles have been flying out the door at prices from less than $20 
to around $40, so if there are any old titles you desire, now is the time to get them. Still, this doesn't 
help NES owners who want new games! The only alternative is to get a converter that allows 
American cartridges to run on Australian NES units. These are available from HES at most good 
game stores for the mere sum of $49.95. If you are having trouble getting hold of one (they may not 
be available everywhere), try entering our newest competition, in which you could win yourself one! 
All you have to do to score yourself a freebie is draw a 
picture of your favourite NES game character on the back of 
an envelope and send it to us at I Still Love My NES 
Competition, Nintendo Magazine System, PO Box 
A305, Sydney South, NSW 2000 



• COMPETITION 



PULL IRE OUT Ml 
STRETCH IRE TIGHT! 

Those of you with short arms or big rooms will 
be delighted to hear of a ne' 
Valjean. Its extension cable < 
feet (nearly two metres!) to your joystick i 
and when not in use can be retracted in to 
neat litlle storage cabinet, much like some 
telephone cord extensions. Although Ausm 
Super NES units already come with lengthy 



Super Famicoms will 
be over the moon, as 
the supplied joypad 
leads are a n 
60 cm in length! I 
guess it's because 
the Japa 




.HOT AS 
WE KNOW IT! 



xerballs, but they're no! kicked about 
i the way most of us are used to. 
— ', young Marko uses his balls as a 
as he travels through ten levels 



A FOX ON YOU, 
PEPPY! 

Without a doubt, last year's 



Starwing. Tr 

i so effort 

:hip, had gome players 

Idwide drooling and wanting 

. e. And more you shall get, 

when Nintendo release Star 

2 later this year! Little is curr 

ut the game, although 



NIGHTRUN ON 
SHADOWMARE ST 

i Software is busy working 
' n Super NES 



ound the mi. 
the Super NES version of the 



Nightmare. Also on the way is 
Shadowrun 2, the sequel to the 
fab futuristic RPG e 
ilhs NHS. More 
these two exciting games, as 
well os the latest developments, 
next month. 

MINI MOWER 
MADNESS! 



5 away on the big 
„,, and now it's going i 

for it has been | 

Boy! Surprisingly, it is ... 

similar to the Super NES v 



included! No news regards 

Australi 

offered, but you should be able 

to pick up a copy on import 

ENTER THE 
DRAGON! 

Without a doubt, the most 
famous star of karate movies is 
Bruce Lee. He appeared in 
dozens of dodgy action flicks 
back in the '70s before his 
tragic death at the age of 32. A 
book about his life w 
written by his widow, and has 
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HEWS NETWORK 
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RPG CONVERSIONS, HHOV! 





• NEW GAMES 



unearthed o few RPGs ihol 



• SUPER NES 



n available in Japan tor years under the n< 
illy been converted to PAL format and is nc 
, . vling two-player adventure with millions of 
i a hidden game arcade in which the characters can play the i 
ioin part of the game is spent running around wacking loincloth-clad cretins on the 
ing beat-'em-upi on offer. 
ie fhey can totally lose themselves in is Tl 
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NINTENDO NEWS NETWORH 



BUT ID 



Magazines around the world have be... 
the 3DO for ages, but have they actually | 



"The first thing I noticed about the 3DO is t 
slick American feel to it. Not the machii . . 
jring, yet onnoyingly A 
. _'the Panasonic R.E.A.L : 
active Multiplayer. It's very much lit 



a 



• GAME REVIEW 



r the consoles ftojejjfipt. 

disc, a]jijSSfl3BBW*ti n purchasgJJT*' 




franQm7 1 


since been turned i 
Dragon. Now it ha 
two player beat-'en 


t to the film 
s become a 
■up on the 


"Another beat-'em- 
Drogon promises tc 


p". Well, 
be not just 






combines the two styles in what 




of the year! There is a whopping 
32 speciol moves available, but 
they can only be attained by 
proving your fighting skills in 
bonus rounds at the end of each 




out playabi lily-wise remains to 
be seen, but rest assured that 


we II let you know 


^SAP! 


NEW TAITO 
. GAMES 

Taito is a name we 


known to 




although (he company is not 
unknown to owners of Nintendo 
machines. Taito is hoping to 
increase its profile in the home 
with three new Super NES 


games on the way. 


Lufia, The 
tstones. 
f Doom is an 
popular over 


Lufia: The Fortress c 
RPG that was quite 


in Japan not long ago, and has 
now had the text translated to 
English. 
The Jetsons: Invasion of the 


Flintstones: The Treasure of 




However, that is not all they 



I on the groovy '70s 

1a Barbera 'toons, they a 

both platform gar 
similar to their NES counterparts. 
The Flintstones is a two player 
"in which you ond a friend 
I and Barney, ond 



of stages. The Jetsons is a one 
player only set-up 
George Jetson. In 



of objects, including enemies! 
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Meet_. _ ^ 

Australia's *■ 



ri^N 




intendo 

Player 



Ha-roooo! He's off to London to thrash the Poms!! 



. In 



__ dpl___ 
r, Kevin Taylor, in the 
Aussie Char 
the 
thought the coi 
>uld b 
. iip, it ' — . 
filled day do 



How The West Was 

the chomps were finally going lo Fight il out, head-to-he> 
'illie, Michael, Dean, Fred and Sam ■ each of t 
up tor a quick round of Super Mario All-Stars ■ The Lost 
" ig error in one of the entries it meant that there 
\. Il was soon very obvious that Sam was lolall 
and he wos knocked out in the very first r 



, rn ..« world Dw2 in three l- 
n Smith (SA) 50,700 pts, 131 < 

2. Dean Debari (WA) 46,100 pts, SS 

3. Willie io (ACT) 38,300 pts, 85 c 



nmmrtm m 1 > I mVm m 



6. Fred Dor (OLD) 32,450 pts, 42 



Dn the first 
nd rested Ben? like I could g. 
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Round 3 - Street Fighter II Turbo 

4th (Michael) vs Winner of Round 2 (Kevin) 

Both Michael and Kevin chose to fight as Ken in this 
thrilling three round battle. Kevin came out blazing 
Fireballs but Michael wasn't short of a few offensive 

moves, himself. The first round wenl lo Kevin, but it v* 

close shave, as Michael proved by winning the second 
r n to the third round. After another 
. to fight another day. 



^ 


Minor Semi-Final - Super Bomberman 


(Two player. Power Stage, first to win five 

games.) 

3rd (Willie) vs Winner of Round 3 (Kevin) 


--^j^SHH"''"- 




barrage trapped Willie and it 


wa 


all over. 








Si 


per BOMBERMAN 



2nd (Dc 

r of this round got to go straight to 
Final, while the loser got a 
. _ _ond chance by fighting the winner of the 
Minor Semi-Final. Ben quickly won t' ' 
two games, then Dean made a bit or a 
comeback. But Ben hod been practising 
hard and had his bomb-laying patterns 
1. His superior 






Grand final 

Parod>>-* 



Parod 
(Lollipop 



done ii any tougher 



t enougn as 
I been practising like a manic 
Ich Ben go through his paces 






_ ...ade it through! In th, 
'I enough as Kevin had never 

j like a manioc all week. After 

jgh his paces first, hoping to pick i 

, and the lack of practise showed as Ben raced to the lead and 

- D -;n, Kevin and Willie got together at their 



butt! His final words, "Next year I'll wir 



► Kevin might have lost the Grand FL 
s disgraced. If you want 

him, you (an find him in Wagga Wagga. 



j^Bfi \ 



BEN SMITH - AUSTROLinN 
CHAMPION 

II, 1 3-year-old Ben is a 
complete video gome nut. He delivers papers and tests 
new games out for his local video shop in Craign 
'p raise the money to buy i 
a bit of a star stu 



— en't too happy when they caught Ben hacking 
into the system! And now 
he's going to join the NMS 



legend or what?! 



■^ Ben is congratulated by Fat 






M International Challenge Store Winners 
VICTORIA 



>d a strategic game after toking the first coi 

of the ponds 

words that Dean really tested his 
. i with that move. Pretty soon Dean had leveled the 
score - the next hit would win and make it through to the 
Grand Final - and, in the end, it was Kevin's battle- 
hardened i 



Craig more. 



■■■BBSS 



A Willie Lomoy be the 4 th b 

in Australia, hut until hi 
ACT Slate Champion, he didn't 
n a Supet NFS!! 
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NNS SPECIAL REPORT 
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Making a video 
game is often a 
long and 
complicated 
process. The 
\J gomes you buy 
today may have 
taken anywhere from six months to two 
years and a lot of painstaking attention to 
detail to complete. NMS boy wonder, 
Andrew Iredale, had a chat to Aussie 
developers, Beam Software, about what 
exactly does go in to making a video 
game and heard about.their much- 
heralded Super International Cricket 
at the same time. 



TWO CANS 



\ 



best display the animation are then digitized to 
give an animation rate of 15 frames per second 
in the game. This is the first time this technique 
has been used by Beam and a special 
animation program was written in-house to deal 
with it. 



-* r^A,^ HEAR m EV,L 




AtmHE FOR 
A CUVVA? 




Before any work actually 

starts on making the game, 

a team of people sit down 

and come up with ideas for 

the game. This is when the 

format the game will take is 

decided; platform, shooter, 

RPG, or whatever. For instance, 

when the designers of Super 

International Cricket were 

planning how to create the 

follow-up to their NES hit, they 

decided to present the game in 

much the same way as we watch 

on TV, so there will be a distant 

view looking down the pitch and close-ups for the action 

sequences as well as all the features of the NES version and 

Comments from people who have seen almost finished graphics 

indicate that it is almost indistinguishable from television coverage - 

there's even instant replay and slump-caml 

SEE NO EVIL 

The graphics of a game can make or break it so, naturally, they must 
be of the highest standard possible. There are several types of 
graphic styles that can be used, each with its own advantages and 
disadvantages. Polygons are often used when a field of depth is 
required to give the illusion of 3D, such as in flight sims or driving 
games, and the Super NES can combine them with its Mode 7 ability to 
scale and rotate backgrounds to give breathtaking 3D effects, such as in 
Starwing. Typical platform games use sprites as the characters and 
overlay them on backgrounds. Sprites con be hand drawn or digitized 
from a photographic image. 

For Super International Cricket, Beam Software used digitized video 
footoge of real players running around. The footage is then separated 
frame by frame - there are 25 frames per second on video - and those thai 
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Shadowrun highlight this point. Speech i 
important, particularly when it's spoken by a 
gome character that is based on an actual 
person (or actor]. Unfortunately, digitized 
speech takes up a lot of memory in a cartridge; 
memory space that could be used for more 
imporlont things such as more levels, so a 
suitable balance must be struck. When Super 
International Cricket comes out, you can expect 
to hear the umpires give o verbal commentary in 

ALL TOGETHER NOW! 

Ahhh..., now this is the fun bit! The 
programmers spend months putting everything 
together into a loose framework of a game, and 
then spend mony more months fine tuning 
itrols to give the game its 
playability. 
Mony factors have to be taken in to 
consideration at this stage. For 
example, the controllable character 
may have a 'good feel' to it, but it 
has to move around in a realistic 
manner in relation to the backgrounds 
that surround it. Also, intensive 
play testing can often reveal 
faults in the game design thot 
may not be apparent at first, 
particularly long-term play 
aspects. It is at this late stage 
that lots of games get held up 
as some unforeseen problem 
demands the urgent attention 
of the programmers before the 
game gets sent off to Nintendo 
for approval. In fact, it was at this late 
stage of developing Super 
International Cricket last year, that 
Beam decided to upgrade the 
memory capacity of the cart from 4 
meg to 8 meg in order to improve 
"he overall presentation and 
gameplay and the results of that 
last minute tweaking should be 
with us around the middle of 
this year. 
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[^* the truth about designing a video game 



becomes. 





AS I SAT EATING 
THE DOG... 

Severed Heads, a 
Sydney-based 
performance arts 

group that is best 



recording group, are about to become the first 
band to actually create its own video game! 
[Forget about that U2 game - do you really think 
that U2 actually designed it themselves?) 

The as yet un-named game is loosely based on 
several sci-fi novels and is kind of a vision of 
social degradation and a journey into the id, at 
the same time. Set in an apartment building 
which has been over-run and vandalised by its 
residents, the game has the time-honoured Us vs 
Them theme. The residents have spurned the 
outside world ond reverted to a barbaric 
lifestyle, forming raiding parties to pillage 
apartments on other floors while at the same 
time defending their own. You are a resident 
caught up in the turmoil, and must make your 
way to the tap floor to defeat the architect of the 
building. 
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Obviously, translating this idea to a 
playable interactive 3D game is not eas 1 
Despite having preliminary graphical 
work done, there is still a lot of progrom 
Tom expects that to take at least another year. The game is 
being developed by Tom and two other Severed Heads 
members for the PC CD-ROM, as well as on the Amiga. Tom 
plans to utilize the full capabiiites of the CD-ROM, and this 
means lots of animated sequences such as travelling along 
corridors and walking around apartments. There 
will also be Full Motion Video sequences of 
talking to other tenants, although the fine details 
have still to be worked out. 



What about a Nintendo vers 



n, you 



■sk 



Well, at the moment the Super NES isn't capable 
of presenting the game in the same format os the 
other planned versions, but Tom will be having a 
close look at the Project Reality development 
underway between Nintendo and Silicon Graphics, as 
well as the 3DO. 

We'll be keeping a close eye on the development of 
this game, and, as usual, we will keep you up informed 
of its progress. 
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Basketball fans will 
doubtless be cock-a- 
hoop when they read 
this. Acclaim, who is 
behind many an 
arcade conversion, is 
in the process of 
putting NBA Jam on 
the Super NES! The 16 
meg cart is almost 
complete, and 
Acclaim have given us 
an utterly EXCLUSIVE 
peak at it! 
The game, for those 
unfamiliar with the 
arcade smash hit, 
takes the form of a 
two-on-two 
horizontally- scrolling 
basketball match with 
one or two players 
able to make the 
choice of the top 
players from around 
20 teams from the big 
U.S. leagues. 
There are a number 
of play options too, 
including single 
player and two 
player cooperative or 
competitive play. The 
most impressive 
feature of the game is 
the sheer number of 



special moves 
available to the 
players. A well timed 
combination of button 
presses can quite 
often result in the 
most outrageous trick 
shots or basket- 
burning slam-dunks! 
The other great 
feature is the speed - 
the pace will leave 
you breathless and 
sore-thumbed! 
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Just finishing at a cine- 
ma near you is the film 
version of those Dennis 
cartoons currently rerun- 
ning on The Big Breakfast. 
Starring Macauley Culkin 
lookalike Mason Gamble 
as the eponymous terror 
toddler and Walter 
Matthau as Mr Wilson his 
long-suffering neighbour, 
the film moves from one 
set piece to another 
before Dennis eventually 
comes. 

Ocean's new Super NES 
licence follows pretty much 
the same pattern. 
Controlling Dennis, you're 
dropped into a series of 
scrolling scenes to face a 
specific task. Starting in 
Mr Wilson's house - over- 
run by hordes of cats, 
mice, lethal cups and spit- 
ting goldfish - Dennis 
makes his way across the 
platform-filled area in 
search of Mr Wilson's 
priceless coin collection 
which the silly old duffer 
has left scattered around 
the place. From here he 
moves outside and the 
game opens up as a cross 
between an Addi 
Family-style plafformer 
and a more conventional 
arcade/adventure. The li 
tie moppet leaps, ducks 
and runs with 
the best of 'ei 
whilst defend 
ing himself 
against the 
many hazards 
dotted through' 
out each stage. 
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like to refer to o: 
' stage. As you (an see, il is chocful of ghosts, ghouls and 



has about as much to do with a graveyard as... well, a bag of sweets or 
I. There's not even a ghosl to be seen, bah! 



or table full of, 

id bu 

ually, but they're 
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"By the turn of the mil- 
lennium the technology 
known as Virtual Reality 
will be in widespread 
use. It will allow you to 
enter computer generat- 
ed artificial worlds as 
unlimited as the imagi- 
nation itself!" So reads 
the press release for the 
Sales Curve's forthcom- 
ing release, Lawnmower 
Man. What it neglects to 
mention, however, is 
that the virtual spaces 
will probably be popu- 
lated with sad types 
indulging in a bit of vir- 
tual train-spotting - but I 
digress. The game - for 
those of you who 
haven't seen the film - 
follows the story of 
Jobe, a person with 
learning difficulties who 
idles away his time 
mowing the neighbour- 
hood lawns. That is until 
he attains a Carol 
Vorderman-like intelli- 
gence, psychopathic ten- 
dencies and special 
cyber-powers when his 
neighbour, Dr Angelo, 
uses him as a human 
guinea pig in his virtual 
reality experiments. The 
new CyberJobe enters 
the virtual world where 
he plans his vengeance 
on Dr Angelo for all the 
injustices he has suffered 
- the ungrateful little 
blighter! 

As Dr Angelo, your task 
is to make your way 
across various platform, 
puzzle and high-speed 
3D levels in your battle 
to prevent Jobe becom- 
ing a cybergod by infil- 
trating every computer 
in the world. Sounds 
exciting? Well keep a 
look out for our virtually 
excellent review in the 
next issue! 
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VIRTUAL VARIETY 



than five different styles of gc 



ips! Intriguingly, 
iOthness of flight 
s achieved without the use of any 
tccelerator chips whatsoever. Cor! 
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We all heard heaps and 
heaps about the 
forthcoming FX Trax game 
from Nintendo when it 
was announced last year, 
but not much since, as the 
programmers began 
running into a few 
problems in the design and 
had to put the release back 
while they nutted out the 
solutions. 

Happily, it now looks like 
Nintendo is well on the 
way to delivering FX Trax 
in Al condition, but you'll 
still have to wait until the 
middle of this year for its 
release. 

Samples that we've seen 
don't show a lot more than 
was initially released to 
the public last year, though 
they do give a much better 
indication of the ability of 
the vehicles to flatten 
themselves out or 
compress into a wedge- 
like shape, so you can 
expect that the final game 
will require some pretty 
quick shape-shifting if you 
are going to get around 
the courses unscathed. 

The Starwing-style 3D 
polygon graphics have 
basically been completed 
on the game proper with 
only the detailed 
backgrounds to go. The 
gameplay, while not fully 
developed, seems crisp 
and pixel -perfect, and the 
animation is extremely 
fluid. Nintendo is keeping 
very quiet about the 
mooted two-player mode, 
though we can only hope 
that it will be included in 
the finished version. 
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► Trees are just some of the many 3D obstacles 
that you'll have to negotiate in fX Trax. 



GE3CG0iGE 



4 This shows the ability of the Trax-moblle lo squeeze up so 
as to lit through tight spaces however, stability during 
cornering is severely diminished. ■ "■"»" ■»■ 
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, Ramps add to the excitement and should be hit 
at full speed far maximum air and enjoyment! 
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One or two 

CONTROL: 
Joypad 

OAMf DimCULTY: 
Medium 

CONTINUKS: 
3-lnHrtito 

RtSPONSIVMNMSS: 
Turtlo-tasiU 

1ST DAY SCORE: 
Bsach the Rat King 

OAMK ORIGIN: 
A new fighting game 
featuring thm Increasingly 
Infamous turtles 



rmiRHHii 
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OH NO! That evil fiend 



Nm}* Tfrrt. 



3 Turtle! 

Well, it mayfmwte plot for 
•ery adventure the Turtles 
, but hey, it serves 
• the fearless 
5 an excuse to 
tnore mutated 



hold on, this isn't the usual 
scrolling hack-'n'-slash we've 
become used to with the 
[w>n Street 
on-one beat- 
does it 
2 king of coin- 
i on to find out>uj 



Jadb 
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CONTRO 



▼ Turtle Vi Tuille fttriits 



HOW TO PLAYi 
If you can play Street 
fighter II you'll have no 
trouble with Hilt game! All I 
controls are re-definable 



B Light kick 
V^V Heavy punt 



Light punch 



Nothing 



Start: Pauses • 

Soled: Reveals controller 






mm 

hbss NO EXCUSES? 
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ST As with most fighting games, there ore lots 
fjg of different kicks and punches to keep 



Pn 



ion simply by pressing select < 
or stage i 



contrary to their usual choice 
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MULTIPLE 
MUTANT 
MISH-MASH, 
AHOY.' 

There are ten mutant fighters 
choose from, the four famili 
shell-bocks ond six ne 
contestants. Each has thei 
particular fighting style 
although none ore particular!; 
disadvantaged. Anyone fomilia 
with Street Fighter II wil 
instantly be at home 
With the controls. All 
the special moves are 
performed the same 
way, too, although 
there are, naturally, 
multiple variations. 
LEONARDO 
The self-styled leader of 
the bizarre Turtle cult. A 
good all-round fighter 
who will appeal to fans of Ken 
and Ryu. No one can withstand 
the power of his flying fists! 
RAPHAEL 

Known as "The Slimey Assasin", 
Raph has a formidable array of 
long distance attacks which he 
uses to pummel opponents info 
submission while he builds up 
his Attack strength to unleash a 
hail of fiery meteors. 
DONATELLO .. , ^ 

The twisted sewer scientist has 
many secret attacks up hi 
and his Bo staff has a long and 
deadly reach. Though calm and 
collected most of the time, Don 
can summon the power of a 
mystical fire-dragon to crusn 
foes. 

MICHAELANGELO 
Either swinging at a party or 
swinging his Nunchuckas, 
Mikey is the centre of 
attention. And why not? He's 
got fireballs, flips and 
upper-cut! Get his attack level 
up and he flies in to an 
unstoppable rage! 



r 
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CYBER-SHREDDER 

Old grate-face overwhelms his 
opponents with a fierce flurry 
of moves, including a 
devastating upper-cut and the 
ability to deflect fireballs and 
the like! At his peak, Shredder 
commands the power of raw 
electrical energy! 
CHROME -DOME 
The token robot, Chrome-Dome 
can extend his arms and legs 
in oil directions, although like 
a certain Indian Yoga master, 
he's a bit slow. His Super 
Attack blows him and those 
around him to smithereens, but 
somehow he manages to pull 
himself together in time to win. 
ASKA 

The token female contestant! 
She's fast, but limited to close 
range attacks due to o lack of 
projectiles. However, she does 
have a good Butterfly Upper- 
cut which is performed the 
same way os a Dragon Punch. 
WAR 

The token "Big, slow and 

strong" mutant possesses 

ncredible strength and can 

drain your energy very 

quickly if he gets the 

advantage. He is very 

ugly and has terrible 

breath, too. 

WINGNUT 

Master of the skies, at 
least in this game, 
Wingnut doesn't have a 
ot to offer other than his 
oping attack and 
energy pulses. On 
the ground he is 
pretty useless, but 
his Super Attack is 
unescapable. 
ARMAGGON 
Aargghh! Thar be 
trouble .below 
decks, and that 
trouble takes the 
form of the shark- 
like Armaggon. 
He's a tough cookie, 
able to spit nasty stuff, 
slap with his 
surprisingly long tail 
and even leap up to 
knock you out of the 
air! All in his path 
are swept away! 
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: feature of the 
is the green 
' the player's 
time you hit your 
F they block, your 
■eases. When it's 
! you are able to 
wesome super 
> accompli 
ressing all four attack bi 
, X, Y - simultaneously, 
your attack meter loses powe 
slowly if you don't keep up youi 
barrage on your enemy, so there is 
added inceni 
aggressively rath 
the corner, block; 




moment Fig 
esents gan 
iportunism c 
best as Konan- 
bines the % 
of its long-runn 
Teenage Muta 
Ninja Turtles s 
the mega 
-Ms of Cap 
ries to mak 
than the 
mt not quite up to the 
Hoard of SF1I Turbo. 
ere Tournament Fighters i 
down is in 'feel/ The combina 
'. of garish backgrounds and 
occasional sprite blur and 
slowdown make it difficult to 
recognise whether you've act 
i socked your opponent where it 
i counts or whether he got in first. 
'■. Bummer. My only other beef with 
this otherwise fabo game is that it's 
much too easy to get the special 
I moves out which kinda robs you of 
' any sense of accomplishment. 
On the other hand, Touri 
Fighters should make anyone 
bought Mortal Kombat feel sic 
the stomach. The frantic pace 
ou try to get your Attack I 
continuous barrage of di'-f 
ws and the blistering Ep 
game leaves MK for dead 
10 graphics and sound arei 
the same standard. 
Alt of which means that if you're in 
ie market for a rock-hard beat- 
p, there's only one game 
er than Tournament Fighters, so 
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Two player competition lasts forever! 
Eight ililiiciilty levels that get bloody 
hard! 

Sometimes the computer can be beaten 
easily by repetitive moves. 



Tournament Fighters is the second 
best fighting game available. Do we 
really need to tell you what's 
better? 
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{ hh. Bub and Bob, heroes of the fantastic 
Bubble Bobble trilogy of game*. 
Isponslble for saving the world from the ter- 
rifying Baron Von Blubba on countless occa- 
sions - how would we survive without them? 
Well, we're about to find out because they're 
dead. Deceased. History. Bought the farm and 
are currently contributing to daisy growth 
therein. Which is a bit of a shame really, as 
the terrible Skull Brothers have chosen this 
moment in time to threaten the safety of the 
planet. 

Luckily for everyone 
else. Bub and Bob n 
aged to start families 
before copping it, and 
now their offspring 
are ready to join bat- 
tle and defend the 
good citizens of Earth 
In the great family tra- 
dition. Also In the fami- 
ly tradition. Cub and Rub 
(for it Is they) have been 
cursed by Gypsies and 
transformed into tiny 
bubble blowing 
dinosaurs. Good job too, 
realty, as only tf 
turing-enemiei 
bfes-ond-thery 
Ing-them-intj 
the-bubble-j 
can possibly. 



M 




Being second generation cursed dinosaurs. Cub 
and Rub are blessed with extra powers far beyond 
those of their forefathers. For starters, as well as 
exhaling bubbles in singular form, by inhaling real- 
ly deeply for a few seconds, they expel up to three 
bubbles at a timel Pius, if a bubble is held in for 
long enough the brothers are able to float around 
the screen until they release their breathl 
Remarkable powers of flight ahoyl 
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• GAME TYPE; SHT 

• CART SIZE: 8 MEG 



PLAYERS: 
One 

CONTROL: 
Joypad 

GAME DIFFICULTY: 
Medium 

CONTINUES: 
Infinite 



Medium 

1ST DAY SCORE: 
Finish the third mission 

GAME ORIGIN: 
Based en an original 
game revived and 
retreated for the Super 
NES 



CONTROLS 



HOW TO PLAY: 

Pilot your helicopter 
through the various levels 
in an attempt to rescue as 
many POWs as you can 
while avoiding enemy flreA 







■mmm . 



no metty;in«radico(ina ihe 










Nothing 



© 



Fires special weapon 



Selects special weapon 



Right: Rotates helicopter 
to Hie right 
Start: Pause the game 
Select: Nothing 
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HUM 

Choplift 



MICHAEL about 

of the i 



"mm 



SPECIAL 






HEV, HO, fl-SHOOTIN WE 



30mm Autocannon: This is your me.. 
unlimited ammo 
Conventional Bomb: These 500kg 
explosive packages are used to destroy 
d buildings, and they drop 
y on top of your target. 
Napalm Bomb: Like the conventional 
bomb. However, upon detonation they 
-hot thermite 

Sidewinder: Air-to-Air fired horizontal!) 

across the screen to hit targets wl 

ordinary bombs cannot r 

Guided missile: Con 

with a laser guidance sysi 

its nose. 

"""ical Nuc'~ " 

powerful weapons of all. On detonatL... 

they destroy everything on the screen. 

Chaff: This is a defense 



towards y^_. 

Inertia Field: Temporarily surround 



four standord run-of-the-mill 
'ith light alloy rur 



d to pick up POWs. 




Sprites are generally well-detailed... ^H ' . 
▼ Bill they could bnve been bigger and 
the backgrounds are just a bit to a sparse. 



PUYABIHTY 



Gaad ion trills «nd last, (laid anion. 
~ Genernlly pretly repetitive, and a little 



LASTABUITr 



Quite challenging... 
' Bui not enthralling . 



A worthy attempt, but the gome 
still locks that special something. 
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his X-Wing towards I 
tling it out with the Twin-Pod 
ing lo foil his land' 
these blighters an 



used, with up being down 
left and right 
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H PRESENCE I VE NOT 

SMELT SINCE... 







I thing, as you hove lo play the 
game - whereas you just watched the flick and 
everything sorted itself out with no help from the 
observer. In true platform sty' 



i to drop 
j little icons and the follow- 
to effects can be yours. 
POINTS MULTIPLIER: Nab this and get a pr : -*- 
' ' " i level. The more of th 

... ,„„ ^ , ...„ .., u re multiplied your score 

his is obviously the icon for highscore- types. 
WEAPON POWER: These lovely fellows up trie 
power of your chosen combat instrument. Well, in 
fact they up the power of their chosen combat 
instrument, dictated by the little picture of the i 
SHIELDS: Stop those pesky Imper' ' ' 
ies from damaging your little blok 
these temporary shields. It's easy to tell \ 
;cause they begin to 
i you'll know to start being 
SHOE r ~X careful again. 

''"A LITTLE HEARTS: These tiny chaps- 
replenish a little bit of your energy 



of damage you ha 

incurred. 

BIG HEARTS: Tl 

Askey-esque i 



replenish far more of your S, 
Opera-type's energy bar. 
HEALTH SWORD: Acts in a simi- 
lar way to the hearts, but actually 
extends the lenath land qirth) of 



ill 



HE'S MORE MINE NOW 

rear-view flight sequences, there are 
f/ffljTf f/JIA I °' so ° couple of other flying levels in Super Empire 
luUrtit ninltnuU Strikes Back. First up is another Snow Sj^der sec- 

I— — 1 »« IIIIIIIIWIHI tjon wh|ch sees Luke zoomin towordsTEe last AT- 



umii 



■^ lie* ' 
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A Lois of digitised stills and things 
1 between levels and olrnospberit touches. 
,j Plus plenty options and a password system. 




t spectacular t 
known as the S 
series, to a console is a 
rather ambitious task. 
However, JVC managed 
to pull off the first 
instalment fairly well. 
Sadly, they've played it 
> safe with the sequel and stuck 
> same formula. By this I don't just 
platform s-with -flying -bits, I mean 
<t exactly the same levels. The one- 
assult on the AT-AT is eerily 
ilniscent of the Sandcrawler level in 
Super Star Wars, with the struggle to 
reach the entrance at the top first of c 
and then the multi -level battle once 
inside. The Snow Speeder section i- 
much like the Land Speeder level f 
comfort, although the feeling of 
movement is much better. Still, if solid 
platform action is what you crave and 
you enjoyed SSW and want more c 
same, take a good look, but don't 




ANDREW 



en waitii 
npire Strikes 
Veil, it's bigger, 
- and harder than 
requel, but is still 
Hally the same 
. You have a whole 
F tricky platform bits 
spersed with 
xontal and 3D 
>ting bits. The 
platform bits are e 
trickier and longer than in 
SSW - it takes ages just 
get back to the Rebel 
base camp on Hothl The 
3D bits look much better 
and are harder, although 
the side-on shooting bits 
are a waste of time. It's < 
shame that starting off in 
Hoth is so tricky due to 
the slipery nature of the 
ice, as the high initial 
Ficulty may put a lot of 
ers off. However, if 
tick with it SE5B 
es both enjoyable 
I highly challenging, 
and I found the "just one 
■ go" factor a strong 
, but if you weren't 
joyed by SSW, look 




; Back © 1 993 LucasArts Er 
i registered trademark of Lucasfilm Ltd. 
■ed. Used under au" 
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| Potentially great, but flawed by the 
: controls. 
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NBA Jam is, undoubtedly, the most awaited Super 
NES game of the year. Fuelled by the awesome 
success of the arcade game, this stompin' two-on- 
two from Acclaim has caused more feverish hand- 
clasping and brow- knitting in the NMS office that 
any other game - ever! 

So it is with mucho pride and maximum thrill factor 
that NMS announces the chance for you to win one 
of three NBA Jam Session packs, or heaps of 
runners-up prizes, to celebrate the impending release 
of this mega-basketball game. 

All you have to do is ring the number shown below 
and answer a few questions about the NBA league. 
You can win a copy of Super NES NBA Jam 
courtesy of Metro Games, a cool NBA cap r ~' •* 
from Top Heavy (who have loads of other 
juicy NBA gear, too), a NBL Baskerobics kit W 
from Mushroom Records, a year's 
subscription to One On One (Australia's 
radical monthly basketball magazine), a 
year's subscription to Pro Basketball Today 
(out weekly by the same people who do 
One On One) and (gasp!) whatever else we 
can grub together! 



CALL 



005ns gss 



CONDITIONS OF ENTRY 

The promoter is Trielle Corporation, 363a Pitt St, Sydney NSW 2000 (ACN 003 330 392). Entry is open to all residents of A 

employees and the immediate families of the promoter, its advertising, soles promotion ogency ond printers are not eligible to ( 
Wednesday, 27 April, ] 994, The winners' name will be published in a future issue of the Nintendo Magazine System. Prizes are 
The judges decision is Final and no correspondence will be entered into. Information on how to enter forms part of these cond 
chance, and as such all entries will be judged on merit. © 1 993 Nintendo Co., Ltd, All rights reserved. 
* Legion Telecall Premium Rote 25 cents buys 21.4 seconds. 



■rolia with the rollow -g SKceo'ion! 
W. Entries close by the end of the 
r tro"sreraoie nor are they redeem 
■ns of entry. The contest is a garni 
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• BV; IREM 

• MP; $119 
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SAME INFO 



PLAYERS: 
Up to four alternately 

CONTROL: 
Joypad 

GAME DIFFICULTY; 
Easy 

CONTINUES; 
Infinite 

RESPONSIVENESS: 

1 ST DAY SCORE: 
Beat the computer In 
Tournament mode 

GAME ORIGIN: 
Based on the sport that 
ruins a good walk 



CONTROLS 



HOW TO PLAY: 
Fiddle with your options to 
produce a variety of 
staggeringly great shots. 



© 



Select mode; skip M*r*en; 
r right 



Go back one screen; 
cancel name 



MAJ 

The sun is shining brightly, the birds are 
singing, the smell of freshly mowen 
grass is tantalising your nostrils. 
Obviously, it's a great day to go out and 
earn buckerloads of money for wearing 
brightly coloured clothing and hitting o 
little ball with a big stick. It's time to 
win... ta-dah... a Major Golf Title! . '.,Z£Z 



Go back one screen; 
cancel nam* 



Move cursor left/right 



n/clo. 



Start: Opoi 
window 
Select: Nothing 




'our Mk s '" c 's you l„ ,„. e Ployed 
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LAST TOILET FOR 
18 HOLES! 

There are tour different game modes; Match Ploy, -,_■*-==* s 

Tournamenl, Stroke Ploy and Skins. As with the — 
players, all are easy to master, though playing '. 

Skins or Match Play will give you the odd thrill at 
the biller unfairness of it all os a fluke shot from * 
your opponent snatches victory from your grasp. 
ortunately, you have to play each 
Sole course. That's rig 
to play on and it's c 
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NAIL-BITING 
TERROR! 

in Tournament mode, a raging purple monster awaits 
ol the 19th hole, ready to seriously maim any golfer 
might stray too for from the fairway. If you do enco- 
this demon, the best defence is to batter a A V\ 
repeatedly against his head and play your ball whi 
is stunned. 



RATINGS 



'18 



BREAKDOWN 



|iri|rT|o|C3| 



r 
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...... 



WIDE- 
EYED AND 
SWINGING! 



low to put on top-spin or back-spin) and stance to deci 
whether you ore going to slice or hook or put the ball up f 
or low. Whatever you decide, you will never get lost bee 
a massive Out Of Bounds area surrounds each hole. A 
,i — . ...:ii l.-.j restarting, one stroke down, from y. 



Initially pleading an ay of options and 
crisp graphics impress. 
W It's all window- dressing. 



GRAPHICS 



Nicely drawn screens with lot) of info 
an the fairway. The golf boll well- 
animated. 
▼ No victory screens worth speaking ol. 



Enough tunes to change the pace rtrtd 
the occasional digitised cry of support. 
T Like the tesi of the game, it's all too 
predictable. 



INABILITY 




USTABILITY 



A good introduction to golf (or 
younger players. 

T Only tour players to choose from, only 
one course Id play on, 01 
that would rather roll 01 
than play golf. 



id a computer 
'er and play dead 



Major Title is simply loo easy to 
be at all exciting. More of a 
Major Disappointment than 
anything else. 
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Each Morning when Kirby - the pink marsh- 
mallow hero of Dreamland - awakes he 



Or. 



Z 



i 




EUR J SPEC 



dresses himself with little else than a 
smile and pays his respects to the 
'Fountain of Dreams'. This 
hallowed monument of 
, Dreamland con 
a magic 
rod at its 
j centre and 
is the source 
of all happi- 
ness and goodwill - 
a beacon reminding 
ill Dreamlanders that good 
is best and that bad is terri- 
ble. You see, it is the duty of 
all Dreamfolk to make sure 
humans have happy and jolly 
dreams, and the fountain 
makes this task possible. 

For quite some time. King 
Dedede - a power-crazed 
duck - has observed this jolly 
charade with interest, and 
simply cannot resist the tempta 
tion of stealing the Fountain's 
centrepiece - if only to see what 
happens when he does. 
Unfortunately, disaster follows! 
No sooner is the magic rod 
nicked, than the evil Lord of Nightmare 
bursts into Dreamland and takes over! 
Without the Fountain's protection 
Dreamland is helpless and the thousands of 
tiny Dreamlanders flee to the hills as this 
wicked ruler and his cohorts raid their fai 
and villages! Only Kirby can save us now! 

This is the follow-up to Kirby's critically 
acclaimed Game Boy debut. Now NES players 
have the opportunity to guide this delightful 
character to victory, using Kirby's many spe- 
cial abilities to retrieve the magic rod, banish 
Lord Nightmare and bring peace back to 
Dreamland once 
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A Jeepers! I never noticed this door being here before. 

OPEN UP! 

If there's just one thing that really frustrates Kirby 1 
it's being locked out of a place that he longs to 
visit! Keep him smiling by searching for secret 
rooms which may contain switch palaces - these 
provide access to hidden areas on the map. On 
other occasions, Kirby stumbles 
across a solid wall but 
often all is not what it ^ 
seem 

Chis sword to [ 
i detonate 
J any nearby 
'explosives, 



o 



^O 



the wall is 
magically 
reduced to rub- 
ble. Ingenious! 



I 
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A Look f apologise! So the joke about the saw mill was i 



— rKSrby Crone Toy 
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bit sick! Sorry! 

SING IT, KIRBY! SING IT!! 

In addition to the exploration levels there are three 
bonus areas for Kirby's assistance and general delight. 
Kirby Crone Toy: One of the ways of gaining an extra 
credit or four is by skillfully manoeuvring the crane, 
snatching a cuddly Kirby and dropping it down the chute. 
Cluck Luck: King Dedede joins in the fun for a manic 
game of catch the egg. Thirty eggs are tossed Kirby's 
way and his bonus score depends on how many he swal- 
lows. The situation is made more difficult by Dedede 
sneaking the occasional bomb into the proceedings. 
Bomb swallowing brings the fun to an explosive 
end! 

Quick Draw Kirby: A stetson-hatted Kirby is pit- 
ted against a selection of Lord Nightmare's hottest 
gunfighters - the quickest on the draw wins! The 
re fighters that Kirby beots to the trigger the 
higher the reward. 
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KIRBY! KIRBY! 
KIRBY! 



.Nintendo] 



ng by 

v th. 
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enormous 6-meg cart it seems thai 
very little holding this little chop 
back from doing absolutely anything he 
~~ wants. Klrby impresses and disttesse 
most other platform heroes with his 
oundless skills. His primary talent is 
ability to inhale air and transform 
a bizarre, balloon-type menace to 
Nightmare's henchmen. Kirby then uses 
puff of air as a close-range missile, but hi 
has several other strings to his bow! 



1. Skidding: By pressing jump and down simulta- 
neously Kirby executes a wicked sliding-kick attack! 

2. Swimming: Kirby swims and squirts water at his 
enemies for defence. 

3. Swinging: Kirby steals microphones from the 
alarm clock-type baddies. He then voices his dulcet 
tones which shatter all enemies on screen. 

4. Parasol: If umbrella wielding scum are 
absorbed, Kirby is armed with a brolly! This an 
excellent too! for thwacking goons ,, 4t- 
over the head and it 
slows Kirby'sfall when 
leaping from great 
heights. 
: -■■ '« 

Interestingly 

enough, eating drag- / ' 
ons gives him w. 

breath of fire. ^ 

6. Sword: Knights carry 
swords. They attack with 
them too but Kirby 
steals their weapons for 

:lf! 

7. Needle: We almost jumped out of our seats 
the first time Kirby performed this scary trick! 
Some of his enemies impart the ability for Kirby's 
transformation into a mass of spikes. Nasty! 

8. Rock: Kirby kills his enemies stone dead with 
this particular technique. 

Beating large Gorillas 
rewards Kirby with a huge hammer to 
crack over the baddies' heads. 
Ooyah! 
0. Back-drop: Stag Beetles 
re the source of Kirby's 
spectacular wrestling -style 
moves. Look out 
for his specfacu- 
'lar backbreak- 
ing souplex 
manoeuvre. Reee! 
1. Crash- By swal 
lowing the walking 
Kirby gains this 
'crash' ability which sends 
dozens of Super Kirbys zip- 
ping about the place, 
killing everything in sight! 

1 2. Spark: Kirby clenches his tiny fists and grits 
his miniature milk teeth as sparks fizz and pop 
about him, singeing any Nightmare scum. 

13. Freeze: Has the opposite effect of Spark 
but is performs identically. Kirby's enemies turn 
into ice blocks which our hero may push at 
others in his way. 

1 4. Burning: Kirby becomes a Dreamlandic 
torch, reducing his foes to ashes. 
1 5. Wheel: Roll over Lord Nightmare! Kirby adds 
new meaning to getting tired and leaves many of 
Nightmare's pals flat out. 

16. Hi-Jump: Scaling heights is easier using this 
hi-jump technique. 
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l Slurp! Thai cake sure looks losly, but I'm stuffed! 




STAR 

WANGLED 

BANNERS 

• Upon the completion of each 
level Kirby is met with a star- 
spangled doorway with two big 
surprises in store. At least they're 
surprises the first time around! 

# How high can you try?: 

Immediately on the other side of 
the doorway is a magical plat- 
form that catapults Kirby into the 
air. As he shoots skyward, Kirby 
passes seven bonus platforms. 
Should he attain the top notch 
he gains a whole extra credit to 
enjoy. The remaining six merely 



vide bo> 



aints - all 



excepting platform seven where 
a fellow Dreamiander reminds 
Kirby about the benefits of press- 
ing the jump button to gain extra 
height! Why, of all the nerve! 

• Demolition: As soon as Kirby 
leaves o completed world he is 
rewarded with a red banner. 
This is his claim to victory and he 
spikes it proudly into the ground 
as he exits, To further celebrate 
his achievement a whole new 
area of the world is revealed 
before his very eyes! 
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A Among the most Incredible presenta- 
tion ever witnessed for an NES game. Throo 
laved positions and horde* of incidental 
wis make Hie package complete!. 



GRAPHICS 



A Better than Mario? We think sol The 
graph I a are minutely detailed and beauti- 
fully coloured. Kirby I) perfectly animated. 
He'i just Incredible - words fall us. 



SOUND 



i 



J A The cart U worth buying |urt to hear 

/ Ktrfay ling, hut the rest of the sound effects 

and |olly ditties are irresistible too. 



PLAUBlUn 



I A A beautifully crafted control system. 
Kirby knows no limits! 



fiiswmm 



■ | A The fun element is strong enough to 
' I survive for months after completion. 



I T Unfortunately lor the more accomplished 
I gamesplayers, Klrby's Dreamland Is Is easily 



What could have been the best plat- 
form game on the NES is tarnished by 
ease of play. However Kirby is arguably 
best character on the NES everl 



f ■■<§ /; 
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onto the ' 

Only you, Skybfo 



Tf __^" i ^ m kissii 



kissing type of d 



■**■' 



fiA/Wf //Vf 



PLAYERS: 

CONTROL! 
Joy pad 

GAME DIFFICULTY: 
Medium 

CONTINUES; 
Infinite 

RESPONSIVENESS: 
Good 

1ST DAY SCORE: 
Finish area 4 

OAMM ORIGIN.- 
The ident-i-kit platform 
game manual 



CONTROLS 



HOW TO PLAY 
Roam the land and defeat 
baddies - don't let them 
take over the world! Also 
negotiate death-tndvcing 
obstacles. 

Not a lot! 



© 



{keep button pressed) 
Spetial attack 



iclude 



WE HAVE 
EVERYTHING 
YOU NEED 

Initially, you can unleash a 

wide arc of energy which goes 

"schweee!" ond wipes our 

everything in its path. Very 

satisfying. You will acquire 

different attacks later on. These ii 

a Comet Flash, whereby you 

can charge at enemies 

enveloped by energy that 

makes you impervious to harm, 

making them very sorry 

suckers, indeed; Star Field, a 

multi-directional goon-waster 

and Meditation, which induces 

a state of narcolepsy in your 

enemies. The ultimate power is 

Fiery Phoenix, where you transform into a flaming 

bird and reduce enemies you contact into 

smouldering cinders. Attack methods 

are selected by using the R button. 



big, ugly ball of purpler 



Punch/kick 



L: Nothing 

R: Selects special attatk 

Start button: Pause/ 
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WHO'S THAT OLD 
GEEZER? 

In event of sudden death, you encounter a rather 
crusty old man with a stick who will ramble on 
about matters incomprehensible. Skip all that 
hogwash! He even calls you a whelp! What a git. 
He does, however, show you a password. 



KEEP 'EM UP, 
SONNY BOY! 

Your special attack ability and 
energy levels are not unlimited so 
collect the red triangular shapes 
that you come across to keep the 
attack level up, and the green 
globes to replenish your energy. 
You'll also notice diamonds in the 
air in your travels. Collect 1 00 
diamond units to get a One-Up. All 
these pickups are also left by 
enemies that you've wasted so have 
a good look around before you 
charge across the screen! 



$Q$#?f!!!i; * 




There's one of those red- Irian gular things. On 
I the wrong side of the wall. 



THE SPHINCTER 
FACTOR BEGINS! 

The first few stages of Sky Blazer are so 
easy that even Donna '902 1 0' Martin 
could breeze through it! Fortunately, things 
get a bit tougher later on. Take, for 
instance, the Tower of the Tarolisk, 
Jump from step to step [watch out - some 
disappear!) on the outside of the tower to 
reach rooms with bonuses, as well as 
climbing up interior chambers with 
jshing walls, spikes and a plethora of 
emies to fight! A few very tricky jumps 
are required at times and, at the top, you 
face one mutha of □ boss. Keep your cool; 
the fun truly begins here! 



COMMENT ■ 
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PBISEHTHJIOH 




Completely raff tills screen! No play ^H 
options what soeyer. ^B 


Good looking sprites, cool bosses. ^H 
Enemies recoil in pain and explode V| 
Sdtisfyingly when hit. Backgrounds gel heller ™ 
as you progress. 
>7 Animation is rough on same sprites. 

M 

Amusing grunts at you jump and attack ^K 
(iwrllculorly Ih* H omer Simp s on- e squ e V 
"dohl" when you jump!) ™ 

Crap, rriilating soundtrack. 




PLAYHBIUTY 




The wall climbing is cool. ^V 
/ E i leedingly average. V 




mSUBIlllY 




lotsn different plates to eiploro and ^B 
enemies towoslo. ^fa 
T One-ups loo eosy to gel. Infinite 
continues moy result in premolure game 
Mmnlelion! Too easy (or experienced players. 



After a slow start, it becomes a pretty 
good action- packed platform romp, 
though the average graphics, 
aameplay and challenge make it a 
bargain bin purchase. 
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Give us uour money! 
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This is yet another feeble SUBSCRIPTION advertisement urging y'atKjo send us your 
MONEY so that we can send you a copy af NINTENDO MAGAZINE SYSTEM every 
month. We could go on about what a WICKED mag NMS is and how our reviews carry 
a NO BULLSHIT guarantee, how bur competitions are MINDBLOWING, or how our TIPS 
can save your LIFE, but yoJJBready know that. So, give us your MONEY and we'll tell 
you about the CHEAP GAaHghat are available to subscribers only... Orright? 



Hell yeah! Here's my money, now gimme the magazine! 



First nome 


Surname 




Address 


Q& 


State 


Postcode 


Phone 


Birth date 


Male/Female 




Today's date 


Tick method of payment 

L_ Money Order D Cheque 
Credit Card No: Dana □□□□ 
Expiry date 


□ Bankcard □ Mastercard 

□ □□□ nana 


D Visa 


Name on Credit Card 



OR CALL OUR SUBSCRIPTION HOTLINE ON (02) 353 0751 AND ORDER BY CREDIT CARD 

ojpon lo Nintendo Mogozine System Subscriptions. Nawsogenls Direct Distribution, PO Box 1 99, Don'l « 

a, NSW 2015. Enclose o cheque/mcney onto lor $54.45 [New Zeoland readers: Aus$60], made wont lo 



X 
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'here is a contest held every tive years 
which tests the mettle of even the most 
dened man. Entrants need a combination 
strength, power and, most of all, extreme 

endurance. However, technique is as impor- 
tant as raw might, and the judges see this 
ipetition as a judgment of art - the Art of 

Farting. 

Yes, the Fifth Fetid Flatulence Festival is 

upon us. Women usher their awed • 

children into their homes and 

grown men weep as those with 

the taughtest buttocks and 

superhuman sphincter control 

arrive in the small town of 

Trumpton. One of these deadly 

air-biscuit warriors is you, the 

player. 

After a feast of egg, beans 

and Pot Noodles, you are ready 

to do battle against the other 

clanger veterans - without the 

aid of a gas mask. Should you 

withstand the pungent hum 

and the chemical burns to your 

lungs longer than your foe, you 

are moved up to the next 

round. There is no mercy for 

those who fail, left to choke, 

gag, and finally asphyxiate in 

the special air-tight vaults in 

which the competition is held. 




T~W 



EXTREME 
CLOSE-UP! 

One of the most eye-catching 
things about Art of Fighting - 
indeed, the one thing that got 
the NMS crew interested in the 
original in the first place - is the 
clever graphic zooming tech- 
nique. As the characters get 
closer to each other, the screen 
moves in closer and closer, leav- 
ing you with huge sprites for real 
right-in brawling. This also 
means that you've got a lot 
more room to manoeuvre in 
projectile combat with fireballs 
and the like. Wow - tactical or 
what, eh? 
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* This sequence demonstrates just ho* 
Robert is able to Irkk the seven shades an 
ol ibe so-tolled Mr Big. Good innal 




' Don't try ihrs one at home readers. 
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TELL USA 
STORY 

you happen to be ploying Art 
of Fighting in single player Story 
Mode and you think your chosen 
Woke is o bit weedy, H ts possi- 
ble to do something about it. 
After every three successful bouts 
the player is presented with a 
menu of three bonus rounds. 
Each one improves a different 
aspect of your character's abili- 
ties. The Ice Block Smash - a 
simple hit-the-buttom-really-fcs* 
affair - is great far building on 
the power of your attacks. The 
Fireball TribH asks you to perform 
one special move as many limes 
as possible in the aiiitoned time., 
and reaching the target makes it 
easier to pull off your specie I 
attacks. The third and finci 
bonus round, to boost your spiri- 
tual! energy, is the BotJfe Slice, in 
this round, Jf s your task to sJke 
the tops off a number of 'beer 
bottles with a well-aimed chop 
of the hand - without completely 
smashing them into little bits. 
This last .one is understandably 
aibsoH'Uteir/ irodk. 



ROBERT 

PAUSE 




MEANS TO AH END 

The At of F;ghting (which is who? the game is about 
real!/) is a highly spiritual .concept - or so the pro- 
gmmnwBrs would now you beliewe. To Ibstiraiite itbis,, 
eoch character has two energy bars. One of these is a 
Tegular physicail energy bar, and the otthsr its a nrnystk 
energy bar. Ewery time /our character -executes on of 
his special moves he .loses power from this latter .bar. 
However, keeping the X buitton heM down causes 
your character to meditate, regaining .lost energy. By 
the same token, holding the A button induces 'your 
chnp to taunt the opposition, an ego-deflating exer- 
cise which saps their spiritual strength. Thus the battle 
is fought on two levels - the physical (ie battering 
their head in) and the war of the soul - maintaining 
enough energy to use your own special moves whilst 
enoeawouning to keep your tee's too !low for Kihetim to 
do the mto. 
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i punching thrill: 
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DESIGN A MARIO T-SHIRT 




We know that you lot fancy yourselves as game designers because of the amount of 
game plans Fat Boy gets in the mail, BUT, what are you like as graphic designers? 
Well, we're about to find out 'cos Top Heavy T-Shirts are going to give you some 
ultra-cool prizes to encourage you to jot down your design ideas for a Mario t-shirt 
and, maybe, achieve nationwide fame if your t-shirt is cool enough to actually be 

made! 

All you have to do is trace the outline of the t-shirt on this page, and then draw 

whatever you like on it, as long as it features the irrepressible Mario Mario. Then 

write your name and address on the back and send your masterpiece(s) to: This Is 

My Idea And It's A Good One!, NMS, PO Box A305, Sydney South, NSW 2000. 





CONDITIONS OF ENTRY 

The promoter is Top Heavy Pry Lid, 17/102-1 12 Edinburgh Rd, Marri- 

day Wednesday, 23 March, 1994. The winners' name will be publisr 



I bo jdf 



Ilia NSW 2204 (ACN 002 600 759], Entry is open to ail residents of Australia and New Zealand with the following 
jler, its advertising. ;a e'. pr.ir;;i.oi igency end o-ir.-e-i ire id = 1 g-cle id enter. Entries close by the end of the working 
I in a future issue of tfie NinJwtdo Magazine System. Prizes ore not transferable nor are ihey redeemable in cash. The ■ 



merit. The abovementioned entrant assigns lo Top Heavy Pry Ltd the entire copyright in the artwork submitted as an entry for this con 
right lo use ihe artwork and acknowledge! thai To;; Heavy Pty Ltd may make such changes, adaptations, arrangements and additior 
nts the artwork is the entrant's own original work and lhal no rights have ben granted lo others in respeel thereof © 1 993 Nintendo Co., Lid. All rights 



id grants to Top Heavy Pty 
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COMPETITION 



MAIL BAG 



REDDER SYSTEM 



Fat Boy is getting very sick of all those letters that start 
off with "NMS is the greatest!" He already knows 
that. So, this month, the Lard Almighty has picked out 
a whole heap of letters that have something to whinge 
about because he hates whingers even more than 
people who write those nice letters on scented floral 
paper. You have been warned. 

If you'd like to get a load off, or you'd just like to be 
insulted, write to Mailbag, Nintendo Magazine 
System, PO Box A305, Sydn^mcvth, NSW 2000. 



parents to play my Garr 
Boy, but they rt 



August '93). 
allowed to play 



really feel like it e.g. 



holidays. They look down 



piUt out and I still paid lor i 
yself 



will I do????? 
Ansv, 



Near Melbourne, Vic 
Getr, 



so kiddies, go and get fl 
read this. Parents, to ^v. . 
bluntly... GIVE US A BREAK! ' 



DEAR FAT BOY, 

I've got a Megadrive and I hate it but the thing is 
my parents love the thing and won't let me sell it to 
buy a Super NES. So, is there a converter that 
makes it able to play Super NES games on the very 
sad Megadrive? Or vice versa. 
Fafso, SA 

Parents are so old-fashioned, aren't they? 
Yours are obviously quite retarded as 
well. And your question about a Super 
NES / Megadrive convertor seems to 
indicate that you have inherited this 
unfortunate trait from them. 



DEAR FAT BOY, 

In your October 1993 issue you said you can't illegally 
copy gomes because Nintendo protected them. Well, 
pirate BBS boards hove opened with Super NES gomes. 
You pay $30 a month and you can download 4 
megs o day, for an hour af a time, to Super NES 
disc drives. My friend does this and gets brand 
new games, such as Goal, Japanese Mortal 
Kombat, Super Mario All-Stars, etc. These guys are 
killing the industry; can Nintendo do anything? 
Mark Erjavec 
East Kew, Vic 

Yes. In fact, it's all subject to a court hearing 
at the moment. The odds are that the more 
well-known BBS boards will eventually be 
closed down. The smaller, focal ones will be 
harder to police. 
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Dear Fat Boy, 

Firstly, 1 would like to soy that this is a crap mog. It 
has no style, no class and a no humour! Oh hell, I 
thought I was writing to a Sega mog! (Joke! Sega's 
are an absolute waste of money and precious 
resources that could have been used to make toilet 
brushes or something more useful). I have had a 
Nintendo for almost a year now and it used at least 
once a doy. If my brothers and I don't play it, my 
parents are having Dr Mario competitions! 
Anyway, I would like to say, could you please do a 
bit more on plain old NES? I know o lot of people 
have got them and they don't heor a great deal about 
them. I also have a friend with a Sega Megadrive and 
all he ever does is boast about it, so could yau have a 
poster showing Sonic the loser getting his brains 
splattered all over a wall or something educotional 
like that? That should shut him up for a while! 
lain Masking 
Cohuna, Vic. 

Check out my answer to Allen Hodge re: the 
NES situation. As for killing hedgehogs, ail I 
can say is "Hell yeahl" 



BOY, 

ik you if a Game Boy is better than 
i Super NES is much better than a NES 
because it's hos better games than 
NES. I reckon NES should have all 
those good and exciting games, 
too. Even Game Boy has better 
games than NES. I thought that 
NES should have Street Fighter II, 
Mortal Kombat and other good 
games that are on Super NES and 
Game Boy. NES has been around 
longer than Super NES and Game 
why aren't NES games as 
s Game Boys and Super 
NES'. NES should have the same 
sorts of games as Game Boy and 
Super NES. It's like NES doesn't 
exist at all. 
Quart Nguyen 
Sunshine, Vic 

Utter gibberish, Qyan, that's 
what your letter is, 
GIBBERISH! 



Boy, 



rtBRUAKY '94 



DEAR FAT BOY, 

Great magll NOT!! Last night I had this brilliant idea. I thought that maybe you 
could change the name of this magazine from NMS (Nintendo Magazine 
System) to SNMS (Super Nintendo Mogazine System). You wanna know why I 
thought that this would help? BECAUSE THE SUPER NINTENDO IS ALL THAT IS 
IN THIS MAGAZINE THESE DAYS!! It is almost as if the NES and GB don't 
sxisl anymore!! What is happening? Has Nintendo suddenly decided to scrap 
the good ol' faithful NES ond the world's most popular portable games system? 
Or is it just that the NMS crew has just been so over-awed by the 
NES (hot the others just don't matter anymore? 

the reason for this line of questioning is that throughout the first ei 

;ues of the NMS, the Super NE5 has starred in over 75% of the magazir 



Super NES revi 
NE5 review ond absolutely zilcho G8 reviews. I con understand 



r NES 



. . . ke, give the others a go. 
Spare a thought for the owners of the 
"" id GB. So, how about it, eh, even 
up the odds a bit, please?! 
Allen Hodge, 
Piggabeen NSW 

tusly haven't noticed 
intent of NMS c 




Ore Super NES 
ased than for 
or NES, and 
store the Super NES gets 



COMPLETE IDIOTOFTHE 
MONTH 

DEAR FAT BOY, 

We were wondering if a girl in our class at school would be correct 
in saying that placing a Nintendo Tennis Cartridge in water can 
make it change into Sonic the Hedgehog. Do you think this girl is 
telling o lie? You'd expect this kind of lie to come from a 90210 
watcher and she also watches Baywalch, Paradise Beach and she 
may even barrack for the Sydney Swans. Don't you think this is a 
perfectly logical explanation; we do. Please publish this letter, it will 
totally embarrass the person and prove your theory that watching 
90210 kills your brain is correct. 

James, Simon, Ben, Danny, Andrew, Adam and Llupus. 
I take it that you all watch 90210, as well? You have 
each won the very first Complete idiot of the Month 
award, which is a lovely Beverly Hills 90210 badge each. 



s I regularly do, to the g 

s NES and Game Boy 



don't, you get 
hy you buy NMS, 



(September) and it wos 
tops (as alwoys). Helen 
Henness' letter (Mailbag) 






And could you insult me 1 
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ameoba that 1 break ■ 
wind in your 1 
general direction. 
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Your magazine is , 

very well. Anyone with half o brain v. 
Mortal Komba! is f 

Turbo. I own both of th 

Mortal Kombat crc r _ _ 

Fighler II Turbo. You al 
said that Mortal Kombat suf- 



d that SFIIT's 



.ortal Kombat is belter, 
ju're the only per 
who likes SFIIT ' 



Chugger. How about a r 

'ho likes which game better. 
'in Jboly, Malty Storz 




Box A305, Sydney South, NSW 2000. 
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Welcome, readers, to another episode of your fav 
gaming quiz show, Q&A, hosted by The Skull. He's a bit off- 
colour this month after readingall your letters asking for 
blood in Mortal Kombat - if riflBtfpn't cease, blood really 
will start to flow! On a more joyful note, more letters < 
meeting the requirements of The Skull's stringent selection 
process and no colour Game Boy questions have been 
sighted for more than a week. If you think you have some 
questions that won't make The Skull puke, send them in to 
him at Q&A, NMS, PO Box A305, Sydney South, NSW 2000. 



1 writing concerning my great interest in Nintendo's 
proposed 64-bit "Project Reality" console. 

1 . What will the storage medium be, cartridge, CD or other? 

2. What are we supposed to play the console on between its 
release in 1995 and the introduction of High Definition TV in 
1996 or later? 

3. The Super NES is ageing technologically, so are there any 
enhancements like the Super FX chip planned before the release 
of "Project Reality"? 
P.S. Who is the Zambian member of your staff? (I used to live 

id am sure Zambian N-Heads are hard to come by.) 
— Gwilym Luc 
Cook, ACT 
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V« 1. I wrote a letter in June last year and it still hasn't been published (yes, it was a good letter), 
so I suggest you might like to have more pages for letters and questions and answers. 
2. I also want to know why you reviewed Jurassic Park on the Game Boy and NES but not on the 
Super NES. Please review it. By the way, I'm a better Nintendo player than you! 

— Captain Jack 



#% J. luckily, for you, Fat Boy is feeling really better this month and has demanded an extra page 

of letter as well. 

2. We would have liked to, really. But, unfortunately, a number of factors conspired 
against us. The final version was delayed, then the release date changed, and to top it 
all off, the planets were in the wrong alignment. Anyway, we think it's great and we 
gave it 91% in our Xmos shoppers' guide back in the December issue. 
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Software in 
England and Akiro 
released by THQ 
Super NES and Ga 


will be 
on both 


hopefully later th 
The game is g 


ing to 


follow the plot of the film 


very closely, and all the 
original music will be 
'ncluded in the game! We'l 
bring you more info one 



Vjf In Super Mario World, on the 
Super NES, there is one problem that is stopping 
me from doing everything there is to do and this is 
it: How do you get to the Valley Fortress in the 
Valley Of Bowser?!?! 
— David Kenedy 
Eltham, Vic. 

r\ Actually, David, it's not too hard to get to, just 
tricky to find. Go to Valley Of Bowser 2 (the red dot 
between the Volley Ghost House and Valley Of 
Bowser 1} and make your way through the first 
two rising floor stages. When you start the next 
part of the level, go right unfit you reach the the 
first mole (see the accompanying pic), wait for the 
floor to rise, then jump up out of the screen and run 
along the top to the left. Drop down and you'll find 
the key. 





of hooking up the old NES to play Ex 



n the Super NES? We 
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Vlf Is Capcom 
going to release 
Super Street 

Fighter II: The 
New Challengers 
on the Super NES? 
— Pete the Kebab 
Freak 
Stanmore, NSW 

A YESII News 
just in confirms 
the rumours: 

Super Street 

Fighter II will be 
appearing on the 
Super NES around 
June, although an 
Australian release 
date has yet to be 
confirmed. Turn to 
the NNN for the 
full low-down! 
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We are mesl impressed with the rising 
standard of lips being sent in, and we have 



Action Replay Code ol the month, be it for 
NES, Super NES or Game Boy, as well as 
prizes for best tip on each format. So 'Wow 
you've got no excuse for not sending in your 
tips, tactics, cheats and codes to NHS, NM5, 
PO Box A305, Sydney South, NSW, 2000. 
May the best tips win! 



GAME BOY ► 



THIS MONTH'S BEST TIP WINS A 
COPY OF SUPER KICK OFF!!! 




FLINTSTONES 

BONUS ROOM: In the Fifth level (the sea 
bed), get Dino for the second time and go 
along until you see a rock with waves under 
it. Throw hammers at it and you will see a 
door behind which is a room full of 
goodies! Thank Shaun Busby of Cue, WA 
for this handy tip. 

EASY GAME: Shaun also sent in a cheat 
to make Super Mario Land 2 even easier! 
Simply press Select before you go down the 
pipe at the start. However, 1 don't want to 
find any of you using such a cheat on such 
an easy game! 



STOCK UP ON LIVES: Here's a tip which 
allows you to get heaps of lives, and it was 
sent in by Darren Marsden of Casino, NSW. 



ien you o 



iake sure you race 



Sweetie, because if you win you will c. 
extra life. Now just keep winning to get as 
many lives as you want! 

TMNT: FALL OF THE FOOT CLAN 
BONUS STAGES: Here are the locations 
of all the bonus stages hidden in this groovy 
little Game Boy cart, supplied cheerfull/by 
Harry Patterson of Point Vernon in Qld. 



Stage 1.1 - At the first set of two barrels, 

destroy the second barrel and stand in its 

place. 

Stage 1.2 - Find the first big black boll, kill 

the three bats, the mouser and the foot 

soldier and walk under the pipe. 

Stage 1.4 - At the long pipe at the start of 

the stage, kill all the bats and walk under 

the pipe to the wall. 

Stage 2.1 - Go to the second piston 

smasher and spin jump to the top left 

corner. 

Stage 4.2 - At the start of the stage go to 

the left as far as you can and spin jump to 

the roof. 

Stage 5.1 - No need for this, as you 

already have a full life! Go all the way to 

the left and do the funky spin jump. 

Stage 5.2 - Once again, go left and spin 




SPANKYS QUEST 

PASSWORDS: Here are some passwords 

from Brian Moreau of Machans Beach in 

Queensland. 



Stage 1 
Stage 2 
Stage 3 



0729 Stage 4: 5501 

1263 Stage 5 0979 

3486 



KID DRACULA 

PASSWORDS: Level passwords for this 
game with a stupid name. 



Level 4 
Level 5 



5613 
3272 
7283 
5346 



7225 
5539 
7158 



BURAI FIGHTER DELUXE 
100 LIVES: Do you want 100 lives? Then 
enter HGDM as your password. This tip 
and the following one for Blades of Steel 
were sent in by Frog of Mukinbudin in WA. 



This month's collection of AR codes for the 
Game Boy were all sent in by Shawn 
"Slayer" Batty, of Bokarina, Qld. We were 
so impressed with the collection of tips that 
he sent in, we've decided to award him with 
a copy of Super Kick Off for Game Boy Tip 
Of The Month! 

MORTAL K0M9AT 

0107 37CF — BeGoro! 

0464 7FD6 — Unlimited time. 

04FA 7FD6 — Hyper time. 

0C 1 F 95D6 — Unlimited energy. 

0C2C T9CF — Auto finishing moves. 

0C 1 D 1 ACF — Disables special moves. 

0CFF 16FF — Become a ghost! 



£S-:'\ 



SUPER RC PRO-AM 

0204 79DE — Unlimited c 

01XX C8FF —XX is the track you want. 

01 1A B0DA — Unlimited ammo. 

01 08 CAFF— All Nintendo tiles collected. 

01 OX CBFF — Car select where X is car 

no, 1, 2 or 3. 

01 XX B IDA — Acceleration capability. 

(Best keep XX below 5) 

01XXB2DA— Engine capability. (Best 

keep XX below 5] 

01XXB3DA — Tir« 

XX below 5] 



capability. (Best keep 
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YOSHI'S COOKIE 

EXTRA LEVEL: Set the music to OFF and 
the speed to HIGH. Select Round TEN, then 
hold Up and press Select. Round TEN will 
become Round ELEVEN, which, co- 
incedentally, is also the number of time 
zones in what was the Soviet Union. 



PASSWORDS: Sampson Bastian, from the 
lovely town of Willunga in SA, has every 
password to thsi neat little NES game and 
he'd like to share them with everybody. 
Unfortunately, there isn't enough room - so 
here's the pick of the bunch: 
'■6 FB68398K 
2-6: 8JB40834 
3 6 6F83DG73 
46 20G4DG81 
5 6514G767F 
Final: OKF740B9 

SWORD MASTER 
INFINITE CONTINUE5: Not the most 
exciting game around, but M. Ahkam 
Subroto has come up with this cheat which 
starts you on Level Seven with infinite 
continues! On the title screen, hold down 
ond press select and start, then let your 
hero die in Level One. You will get infinite 
continues on the selection screen, but 
choose No to return to the title screen. Now 
hold up and press select and start, and 
you should start on Level Seven. 

MIKE TYSON'S PUNCH OUT 
PASSWORDS: We printed a few codes 
for this game a while back, but apparently 
some of them didn't work. We checked 
them with the letter they were sent in with 
and they tallied up, so we con only assume 
that they were copied down from the game 
incorrectly, SO in the future please check 
your codes before sending them in. 
Anyway, here are some more codes to 
pacify you from Dylan Murphy, of Munindi, 
NSW. We hope they work 
795- 707- 1534 
237-210- 7988 
005 ■ 737 - 5423 
647 - 993 - 3534 

RAD RACER 

TRACK SELECT: From parts unknown 
comes □ trick to choose your track. After 
choosing your cor, keep pressing B to bring 
up your fave track, then hold Up/Right 



and press Start and then it's time, 
gentlemen, to start your engines! 



PASSWORDS: These codes should help 
just about anybody conquer this game. They 
were sent in by Domian Heard of Kyabram 
in Victoria. (We loved your silicon muscle 
implants!] 

Cyberia: HZ1N9 $MORB L6SBC SF2R5 
Cyberia 2: CI 1 N9 TCOMB J 1 Q6I J36H5 
Effluvia: 4VMIW 7TMGQ 2GVGK 5H4FP 
Sauria: D4!JP 1RZOS DHBWL PV3MZ 
Turvia: BXN60 R1CQG SSM9T HRKP8 
Venria: PPS06 WF7L2 NMT5S OTOQ6 
Asteroids: VNX4V $9WQ2 Q4$LX V5J2Z 
Utopia: GDSJG CZ126 Q4488 IR4QB 
Volcania: WFBVX Tl MJD 6G$83 
5WGX0 

Odar: 468S! W3KLG 1 NIL1 7TDIW , 
Telos: 288!G WNUH 3LCIV F8IQL 
Telos 2: F9N 1 L 78ZGM ZGJ87 1 L2BG 
KAKOS: 046M0 PVHX1 749IP MOJSX 



INTERNATIONAL 
CRICKET 

FIELDING POSITIONS: Here's a tip thot 
will give you the perfect field, according to 
Jimmy Bos from Perth in WA. In gratitude to 
him for sharing his wisdom, he is awarded 
NES Tip Of The Month, and wins a turbo, 
slo-mo control pad from HES! *«- 



THIS MONTH'S BEST TIP WINS A 
TURBO, SLO-MO CONTROL PAD 
FROM HES!!! 



Boundry Fielders: 




l.SW of pitch. 


\ v^?L ■" 


2. NW of pitch. 

3. Straight. 


W 


4. Deep square leg fwd. 4 


fM^i 


5. Deep fine leg 1 


IB) 


Midfield: «v 


Hi 


6. Point bwd. JK 


M- 


Near the pitch: 




7. Centre of the pitch, above, 




8. Centre of the pilch, below. 




9. Short leg. 






All of this month's NES Action Replay codes 
were sent in by Dale Yates of Gowrie in the 
ACT. As usual, if they don't do what they're 
supposed to do, blame him, but feel free to 
experiment. You never know what you'll 
come up with! 

SNAKE RATTLE & ROLL 

0003 DF02 — Infinite lives. 
0000 CF07 — Infinite time, 

RAINBOW ISLAND 

0004 ED03 — Infinite lives. 



SUPER MARIO BROS 
0007 FA02 — Infinite liv 
0007 FA05 — Infinite Mm 
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Positions 1 , 2 and 9 are particularly 
important. This is because when the 
computer is stupid enough to hit to position 
1 or 2, it runs. This allows you to run them 
out easily. Position 9 is good because when 
the batsman presses right and A, he is 
instantly caught out. 
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SUPER NES ►! 



FLASHBACK 

PASSWORDS: We reviewed this topper 

platform adventure last month and this 
month we're giving you the passwords for it. 
Anyone with any hints or tips for it should 
send them in promptly, as we know that 
quite a few people are having trouble 
getting through the levels. 
Level 1BSCKT Level 5: SLMN 

Level 2: JWLYX Level 6: ZTHRK 

Level 3: RSVP Level 7: CRLQXZ 

Level 4: DXCPT Level 8: PKRSLC 

SUPER MARIO WORLD 
WEIRD TIPI This tip is certainly a 
candidate for weirdest tip of the month - it 
speeds up the music to an insane rote! Go 
to Funky, the final level of the Special World 
(make sure you have Yoshi]. The green 
berries in this level give you an extra 20 
seconds of time, so once the time clock has 
reached 100 seconds and the signal has 
stopped, eat all the green berries. The music 
will get faster and faster until it's ten times 
as fast! You can thank Ben Pearce of 
Slrathdale in Victoria for this vital piece of 
information. 

SUPER DOUBLE DRAGON 
INFINITE CONTINUES: Yeech! A sad 

game, if ever there was one. If you're ^ . 
feeling particularly machocistic, start a 
Mode A two player game and play until 
there is one credit left. When you are asked 
to continue, press Start on both controllei 
simultaneously and you will start the game 
with seven continues. Better yet, you can 
keep on doing this for infinite continues! 
Now, thanks to Antony Pryde of Mentone 
Victoria, you can go and play it all day. 
Whoopie! 



POWER UP: Cool game, this Cybernator. 
We like lots of robots and destruction and 
all that stuff, so we were over the moon 
when we found out an easy woy to get the 
awsome napalm weapon! Unfortunately, it 
calls for a bit of restraint in the first level. 
You have to get to and then destroy the end 
boss WITHOUT shooting anything else, not 
even the guns next to it! Done correctly, you 
will be able to select napalm in the next 
stage, which makes getting through a lot 
easier! 

EXTRA CONTINUES: Also for Cybernator 
is this cheat which doubles the number of 



continues. On the title sc 
Options and press and 
Start. When you die yo 
continues have doubled! 



een highl 
hold R, L, 
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PASSWORDS: I am a zombie. I AM A 
ZOMBIE! Here are passwords so you can 
see more zombies in Konami's brilliant 
zombie game. 

Level 9: NBGW Level 2 1 : VXBB 

Level 13:RFCR Level 25: XYLZ 

Level 1 7: RKYL 

Good, eh? Eh? Eh? That's what Adam 
Healey from Doncaster in Victoria thinks of 
them. Mind you, he's only saying that 
because he wants Tip Of The Month. Ha! 
Better luck next time. 

M 




*%' 






THIS MONTH'S BEST TIP WINS 
A COPY OF CYBERNATOR!!! 



SUPER TURRICAN 

LEVEL SKIP: It took us ages to get through 

this gome when we first got it. Now, thanks 

to a certain Adam "Game over, man" 

Gavan, it's a doddle to get through. Adam 

has provided a stage skip cheat, ond here it 

is in all its glory. Pause the c\- 

game during play and 

press Right, Left, Down 

Right and A then un- 

pause. If you've done it 

properly you'll find yourself 

in the next stage! ^^J 



JURASSIC PARK 

SECRET LEVEL! Only days after Jurassic 
was released, we received this red hot Up 
from Aaron Rudgley of Guilford, NSW. It's 
the location of a secret level that's full of all 
sorts of weapons and goodies, and you can 
visit It at any time during the game! 
The secret level is in the south-eastern corner 
of the mountains that are to the right of the 
main gate. Find the dock and the sign near- 
by, then go up the stairs into the mountain. 
Follow the path to the left until the path turns 
sharply south, but go into the corner and 
press up in tothe rock face. You will now be 
in a 3D section entitled SECRET LEVEL. It's 
that simple! Aaron wins himself the official 
NMS office copy of Cybernator for his 
generosity. 



I BOMBERMAN 
TACTIC: Yes, it's still one of our fave 
gomes, and here's a handy tip for normal 
mode. When the game starts, drop a bomb 
immediately and stand next to it, pressing 
the A burton as fast as you can. As soon as 
the first bomb explodes, another one will be 
dropped and explode, and so forth. By 
doing this while your Bomberman is still 
flashing invincible, you can walk along for 
a short period of time destroying everything 
around you! Just make sure you don't blow 
yourself up when your invincibility runs out! 
PASSWORDS: Here are a few passwords 
to the later levels. (They might not work on 
Japanese versions of the game.) 



4-1 


0153 


5-1 


5252 


6-1 


7654 


4-3 


7144 


5-3 


4242 


6-3 


7645 


4-5 


6123 


5-5 


2222 


6-5 


0625 


4-7 


1134 


5-7 


2234 


6-7 


1635 





STREET FIGHTER II TURBO 
7E09 A001 — Player one keeps c 
bleeding ond spewing after being hit in \ 
face. Looks great! 



Controlling Reptile has been on the minds of 
all Mortal Kombat owners, and Adam 
Gavan was the first to send in a code which 
allows you to do so! Adam has managed to 
score himself a copy of Powermonger, 
courtesy of HES. 

MORTAL KOM&AT 

7E02 CI 03 — Both players can be Reptile! 



■ 



TIPS GUIDE 



FEBRUARY '94 






MIOK 

CHICAGO 



Oflmh OSik 






MI1IA.1I INTO 




suns 



At last count there were 27 teams and more than 250 rums in the NBA. If you want the host comprehensive coverage that 

too can get on them in australia, these is only one publication. australia's onlt licensed nba magazine, on! on one. 

Available at Newsagents, K-Mart and Coles Supermarkets. 
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LEVEL 34 

PASSWQRD.TFFf 



Hove Olaf drop DOWN the shaft 
on the RIGHT hand side, mind 
the force fields and be sure to 
collect the bomb then float in to 
the teleport. Drop a bomb as 
soon as you exit the other tele- 
porter and float right the way 
down this second shaft, grabbing 
the blue key. teleport again at 
the bottom. Use the key then 




have Baleog and Olaf use the lift 
DOWN. Using Baleog shoot fly- 
ing blue creature on the bottom 
left, go through the wall and 
grab the icon then run through 
the wall on the RIGHT into the 




They're tiny! They're teeny! They're confused Nordic explorers with- 
out a clue of where they are! Yes, If* s a well documented fact that the 
Vikings discovered America before Columbus. What they don't tell 
is that the plucky bearded wonders who found the place had 

B to get some mints from the shop and had got a bit 
lost. With this tale as an example of the famous Norse sense of direc- 
tion, iPs only natural that three members of the race should one day 
lose their path In the streams of time and space. And of course it 
takes a great Tommy gamesplayer to get them home again. So, with 
further ado, let us forthwith ge heed and verily enter the realms of 
the world of what mere mortals would call in their language Insofar 
as they may - The Lest Vikings Players' Guide To the Last, Most 
Hardest, Four Levels. I thank you. 



V J 





teleporter. Olaf now heads UP 
and floats DOWN the shaft on 
the RIGHT and stands by the 
right hand wall. Have Eric run 
and jump over this same shaft. 
Use the springs to jump over the 
force fields to the right collect the 
bomb over the shaft and drop 
down to catch hold of the ladder 
on the right. Switch to Baleog. 
Fire RIGHT and immediately 
switch to Eric and get the yellow 
key. Head LEFT across the room 



by the wall and drop down the 
narrow shoft to activate the 
switch. Switch to Olaf, drop 
down the new hole, left and 
floats through an anfi-grav tun- 
nel of force fields. Drop LEFT, 
grab food and red key. Go to 
teleporter. Bounce Eric info the 
teleporter. Grab the bomb (you'll 
have to go through the wall), go 
to the next teleporter on the 
RIGHT. Switch to Baleog and 
have him teleport, now all the 
Vikings are back together. Send 
Baleog LEFT up the lift and shoot 
all the buttons (watch out for 
those force fields), have him run 
to the RIGHT at the fop and 
stand by the narrow opening. 
Switch to Eric and run RIGHT. Go 
UP, bewaring of the force-fields. 
Head LEFT at the top of the shaft. 
Plant bomb. Go RIGHT to the 



,.<_MHv, v^nPH' : -- ] *1 




: right to stand, shield 
raised, under the anti-grov 
chute, switch to Eric and use 
Olaf's shield as a platform to 
enter the chute Head UP and 
LEFT to collect a key and enter 
the teleport. Switch to Baleog, go 
back down the lift. Run across 
the moving platforms to the 
RIGHT. Repeat this procedure 
with Olaf, then Eric. This is very 
tricky. Once through the locked 
door, use the spring to bounce 
UP to the exit. Ta daaa! 

LEVEL 35 
PASSWORD:FRGT 

Guide all Vikings into the tele- 
port to the LEFT and choose Eric 

EHE 






with the moving platforms. Use 
the key and head LEFT, watching 
out for the fluctuating force- 
fields. Jump the shaft drop bomb 



teleporter. Have Baleog shoot 
right and immediately switch to 
Eric. The switch is now activated 
and Eric teleports. Have Olaf 
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off to the RIGHT to collect the 
Red key and enter the Teleport. 
Go back to Eric and have him 
jump across to the Teleport on 
the TOP-LEFT. When he exits go 
LEFT, jump over the force-field 
and drop the remaining bomb 
over the switch beneath, now 
enter the teleport on his LEFT, 
On exit collect the bomb and 
drop DOWN the shaft to the 



upon exit. Jump him across the 
whirling blades on the LEFT and 
over to the force field. Now have 
Baleog fire an arrow off to the 
LEFT to activate the switch. Eric 
now goes DOWN the shaft on 
the LEFT collecting bombs as he 
goes, At the bottom of the shoft 
go RIGHT avoiding the force 
fields to drop a bomb on the 
blocks in the floor. Now get all 
the Vikings to Eric's position. 
Now guide Oiaf through the new 
hole in the floor, then take 
Baleog through to shoot the 
Alien patrolling the corridor. 
. Once the alien is killed take all 
the Vikings to the Teleport on the 
LEFT. On exit choose Olaf and 
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float him DOWN to the ledge o 
the LOWER LEFT and keep his 
shield raised. Next, choose 
Baleog and jump him onto Olaf's 
shield, into the teleporffdon'^^^B 
activate it yet) and fire art arrow 
to the RIGHT to activate a switch. 
Now float Olaf DOWN to a set of 
springs below and bounce him 




care to ovoid the force-fields to 
collect the Yellow key. Head UP, 
LEFT, UP again and RIGHT into 
teleport. Eric is now with Olaf 
Switch to Baleog and activate the 
teleport. Guide him DOWN the 
shaft to the LEFT and spring 
across to the RIGHT at the bot- 
tom in to the teleport. Go 
DOWN the ladder to the RIGHT, 
across the moving platform on 
the LEFT, shoot the switch to gain 
access to more ladders. Go 
DOWN these and head RIGHT to 
the teleport. Watch out for the 
Aliens floating around and don't 
forget to collect the blue key. 
Now all the Vikings are reunited. 
All that's left to do is to use Eric 
and Olaf to hit the switch above, 
go RIGHT to the keyholes and, 
voila, le exit est icil 



LEFT, Go RIGHT at the bottom 
and drop the bomb by the com- 
puter terminal. Now emergency 
lighting will come on and Eric 
must go back UP the shaft using 
the anti-gravity lift, across the 
room where the teleport is and 
DOWN the shaft to the RIGHT. 
Go LEFT at the bottom of the 
shaft and collect the fruit on your 
way through the room. Head 
post the room, UP the shaft and 
across the room at the top taking 
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LEVEL 36 
: PASSWORD:4RN4 



This is a long 'un so pay atten- 
tion. First choose Baleog, head 
RIGHT UP anti-grav lift to MID 
LEFT platform to kill the alien, 
then TOP LEFT to kill the other 
one now wait by the TOP RIGHT 
door. Now send Eric to collect 
the keys from the MID and TOP 
LEFT and use to open the door. 





Immediately switch to Baleog 
and kill the alien by the newly- 
opened door and collect the key 
wfmin. Next move Boleog and 
Eric to the bottom RIGHT and 
have Baleog give Eric the key. 
Now Eric jumps to the RIGHT 
ond springs UP to the short lad- 
der and use the key in the room 
above. Baleog is now free to 



the lads leave so soon, so warps 
them to another part of the ship. 
The first thing to do from this 
new location is to float Eric UP 
the anti-grav shaft, taking care 
not to touch the force fields, to 
get a key from the TOP-LEFT. 
Jump Eric to the TOP-RIGHT to 
use if and have the others join 
him. Switch to Baleog ond kill the 
first alien then move Olaf to the 
top of the short ladder with his 
shield DOWN to protect against 
the second alien which Baleog 
must kill. Have Eric collect the 
key ond move oil the Vikings to 
the door to the RIGHT where Eric 
uses the key and Boleog kills the 
olien behind. Now spring Baleog 



shield, collecting a bomb on the 
way. Next use Boleog to kill the 
aliens and have Eric climb the 
first ladder UP and across to the 
RIGHT where he collects a key 
before rejoining the others. Eric 
uses the key then heads RIGHT 
and UP the anti-grav ladder to 
the TOP LEFT. Olaf does4he 
same and uses the bomb on the 
blocks in the floor. Eric goes 
DOWN the new hole in the floor 
ond across the whirling blades to 
the keyhole. Have Baleog join 
him and have him fire an arrow ^ 
off to the LEFT to hit a switch. 
This turns the force-field off and 
enables Eric to go LEFT to collect 
the key and use it. Now ail 




spring all the way across to the 
RIGHT to kilt an alien, collect a 
health power-up and float UP to 
rejoin Eric. Now have Baleog 
shoot an arrow off to the RIGHT 
and then jump Eric across to col- 
lect the key. After this send Eric 
to the TOP-RIGHT and use the 
key to open the exit. Now if s a 
simple matter of getting all 
Vikings to the exit - or is it! 
Tomator is far from keen to hove 




to the RIGHT and DOWN the 
shaft then LEFT and stay bounc- 
ing on the spring just before the 
room where an alien is 
patrolling. Now take Olof the 
same way but have htm go into 
the room and stand atop the 
short ladder there. Get all the 
Vikings to stand behind Olaf, 
have Baleog kill the alien and 
Eric collect the key. Once this is 
done have Eric use the key then 
send him LEFT, DOWN the lad- 
der and RIGHT to collect another 
key that opens the exit. 
Obviously all Vikings should fol- 
low him. Once again the Vikings' 
exit is thwarted and they are 
warped to yet another location. 
The first thing to do is to use Olaf 
to force the patrolling aliens into 
the RIGHT hand corner with his 



Vikings head up the ladder to the 
teleport. 

The Vikings are now trapped in a 
tiny room so have Olaf raise his 
shield and Eric jump on it to find 
secret ladder. Climb the ladder 
and guide Eric far LEFT then 
press DOWN to find another 
secret ladder. Now charge to the 
RIGHT, minding the patrolling 
alien, and shoulder- barge the 
wall freeing your captured col- 



leagues. Next send Olaf ond 
Baleog off to destroy the alien in 
the upper corridor and UP the 
ladder to wait by the door on the 
LEFT. Next send Eric UP and 
RIGHT to get the key and the exit 
is yours 

FINAL LEVEL 
PASSWORD.-MSTR 

First of alt, select Olaf < 
DOWN towards the R 
avoiding the electrical f 
and head UP the tram 




Carefully avoiding Tomator's 
shots and bombs collect the two 
bombs on the way down to the 
first spring. Whilst hanging on 
the ladder directly above 
Tomator, drop these two bombs 
in succession to destroy two of 
the three platforms Tomator is 
standing on. Then head to the 
RIGHT and colled the third 
bomb, before going back to the 
ladder and destroying the third 
platform - take care to avoid 
Tomator's attacks throughout this 
process. Once Tomator plum- 
mets earthwards, he'll leave 
behind the yellow key required to 
shut down the force field to the 
teieporter, allowing Olaf to nip 
in. 

Now switch back to Baleog, drop 
DOWN the LEFT shaft and grab 
hold of the ladder on the right- 
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hand side. Go through the trans- 
porter and drop down onto the 
revolving platform. From here, 
drop onto the TOP platform on 
the RIGHT and grab the fire 
arrow. Now shoot the button to 
disable the anti-gravity field. 
Walk through the tunnel and 
drop DOWN onto the springs - 
be very careful how you negoti- 
ate these. Now spring onto the 
far right-hand ladder and pre- 
pare to combat Tomator. Shoot 
the green blighter twice to tem- 
porarily stun him, and use this 
opportunity to shoot both levers 
i the left to send Tomator 




right of the room he throws two 
bombs and shoots twice. The 
instant he looses his second shot, 
drop DOWN and, as if by magic, 
his shield disappears. 
This is the bit where just about 
everyone gets stuck. Using Eric, 
Tomator into the force field 




plummeting again. Grab the 
blue key he leaves behind and 
go back to the far left-hand 
shaft. Drop down, and quickly 
use the key whilst falling to dis- 




able the field below. While 
bouncing on the spring, jump 
slightly to the RIGHT to push the 
button which turns off the force 
field on the right. Go to the tele- 
porter, and have Eric follow. 
Now all three Vikings are in the 
same room together again. ^-^ 
Switch to Baleog again and posi- 
tion him to the right, against the 
closed door, and use Olaf's 
shield to allow Eric access to the 
teleporter above. You'll see 
Tomator to the bottom-right , 
and when he reaches the far- 




on the right four times. This leads 
to his swift electrocution, and this 
red key behind. 
Use this key on the red lock and, 
surprise, surprise, the door 
opens. Switch back to Baleog 
and fire an arrow. Immediately 
as the arrow is launched change 
to Eric. The arrow passes through 
Eric and hits the button which 
disables the force shields. Use 
the spring on the RIGHT to get to 
the anti-grav unit on the right for 
all three characters. 
Jump on the spring and, whilst 
falling, get into the anti -gravity 
field. You'll now continue to fall 
all the way to the bottom without 
getting hurt - but it's essential 
one of the characters gets the 
bomb on the LEFT. Now it's time 
for the final showdown with 
Tomator.Have Olaf float to the 
RIGHT, and while his shield is in 
the upward (floating) position, 
drop the bomb on Tomator to 
smash his platform. Still with 
Olof, stand in front of the pack 
with shield down and use Baleog 
to shoot Tomator twice. Whilst 
Tomator is disabled, ram him 
once more with Eric (this pushes 
him back into the anti-gravity 
unit} - you'll need to repeat this 
procedure. Tomator up the anti- 
gravity chute, with Olaf heading 
the pack. Using the same 
method as before, shoot Tomator 
twice and ram him with Eric's 
horns. After the second push Eric 
should be able to jump up and 
puil the lever which opens the 
airlock above - hurling Tomator 
into deep space forever. Now, as 
they say, you can sit back and 
watch the end sequence. 
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h Our favourite role playing game has been causing 

■In! much angst to readers far and near, so with the 

?££! assistance of reader, Michael Mundy, and Arthur 

tttl Kakouris from Beam Software {he knows the game 

','.,., better than anyone - he designed it!), let's delve into 

;' the hazy world of the cyberfuture. This is not so much 

{j a "How To" guide, for that would spoil some of the 

ij mystery and make it too easy for you. Use this guide 

;_ as just that, a guide, to the world of Shadowrun. 
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Up the rood from the Grim Reaper Bar 

{^^} is a graveyard. Use the scalpel to 

open the crypts until you will find the 

sick Shaman. Heal him with the slap 

potch ond he will provide valuable information. After 

leaving, shoot ghouls until you get the ghoul bone. 
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Posl the graveyard is 
The Cage nightclub, 
and in here is your 
contact, Glutman 
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Glutman takes you to 
caryards... and you wake i 
bed where you can save the 
game, restock on energy and 
use Karn 
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The caryard locals 
hove a few stone: 
tell, so listen up! 
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In the top right of the 
caryards is the ' 
;_."*_.- ' Are-.G. Here you c.a" 
fight for cash against 
the meanest thugs on 
offer. The guy who runs 
the Arena has some 
useful information, but 
you have to ask him the 
right questions, and 
even then it will cost 
you! 
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Here you find ■*• '^ 

Ed, the Street U=<) 0|V{T 



exomination. Accept 
his offer... 



m 



After leaving the caryards, you ■ 
find yourself in Old Town. There i 
gun shop and a talisman shop at the 
end of the road. After getting what 
you con afford, go up the side alley. 



Oh no! Now 
need professiona 
so catch the mo 
to Daley station. 



* When you leave the slati 
you'll be greeted by t 
assassins, one will have 
something you need. Then go out 
and up to the road. In the old 
building to the right, you will find 
the street doc. 
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After getting your head 

fixed, go down and find 

the hotel where you can 

save the game, restock c 

energy and use Karma. 
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Go to the Wastelands Club and talk to all, hire a few .„,,,.. 
Petboy is a good choice) and go up in to the territory of the 
Rust Stilettos gang. Storm their headquarters and, after kill' 
their leader, he will give you a password. 
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Armed with informalion 



from the 




■ Jester 




1 Spirit, it 




1 is time to 




1 enter the Q 


1 Drake Q 


1 building. F 









Battle your way to the roof and 
jack in to every computer 
terminal on the way. 
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From the roof, take the helicoptor to the Drake Volcano. 



Battle your way through 
the sub-levels until you 
finally confront Drake 

do Dragon! 
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Use the Jester Spirit on him, then 
freeze him and bombard him 
with powerballs. 
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Next stop is the Aneki building, and it's absolutely 
chocka with hoods! Use the terminals to jack into the 
k to get cash and open doors. 
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Next door 
Drake 
Profess 
Pushkin, t- 
will expla 
to you wh 
is going on 



fl Now sit back and enjoy the 
ending, and wait impatiently 
for Shadowrun 2! 
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Finally you will come to the Al 
computer. Jack in and download 
Professor Rastsov's ANTI-AI program, 
and you've won!!! 
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NEXT ISSUE • NEXT ISSUE • NEXT ISSUE • NEXT ISSUE 




And all the in-depth, no bullshit reviews, 

tips, news and competitions that you expect 

from Australia's #1 video gaming mag. 



<l SALE FEBRUARY 23 ON SALE FEBRUARY 23 ON SALE FEBRUARY 23 ON SALE FEBRUARY 23 ON S 
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TRIPS TO U 

One trip per month to be won 

# SPACECAMP 

w- DISNEYLAND 

At SPACECAMP experience a simulated (like very real!) 

SPACE MISSION or COMBAT MISSION 

£t With authentic training as either 




^ ^ASTRONAUT or TOPGUN 

[Min age lOyrs) (Min age 13yrs) 




PLAY AS MANY TIMES 

AS YOU LIKE. 

BE THE FASTEST AND MOST 

ACCURATE TO WIN! 



2nd Prize Monthly C-D ROM 

CALL 

0055 26088 



(PHONE AUST 25c per 21.4 sec. GET THE OK FIRST) 

ALSO WEEKLY PRIZES 

OF LATEST VIDEO GAME 

OF YOUR CHOICE. 




TIPS' N' CHEATS 
HOTLINE 



Major prize includes travel and 
accomodation (plus meals at Spacecamp) 

For info about SPACECAMP (Backed by NASA) 



0055 26687 

(PHONE AUST 25« per 21 A sec. GET THE OK!) 



Spacecamp attendance provided by 
Australian Space Tours. 



CONDITIONS OF ENTRY 

The promoter is SNOWIRIS P/L ACN 061 232 577 ol 2/4 Tata St. Woollahra, NSW. 
Entry is open to all residents of Australia. Employees 8 Families of the promoter 
advertiser, sales promotion agency are no! eligible. Entries close (or first two prizes or 
31/12 and 31/1 respectively. Winners will be anounced in this magazine S on 0055 
26687. Prizes are not iranslerable or redeemable for cash. The judges decision wi 
final & no correspondence will be entered into. Information on how to enter forms part 
of the conditons of entry. The contest is a game of skill not chance S all entries will £ 
judged on merit. Calls are charged at 25c per 21 seconds. Ask permission if under II 



LATEST HINTS' N' TIPS' N' CHEATS FROM 

OVERSEAS ON THE TOP GAMES AND NEW 

RELEASES. BUST THEM GAMES OPEN! 

CALL 

0055 26069 

(PHONE AUSTRALIA 25c per 21.4 sec. GET PARENTS OK FIRST) 

• SNES HINTS' N' TIPS' N" CHEATS 

• NINTENDO 8 BIT CONSOLE HINTS' N' TIPS' N' CHEATS 

• GAMEBOY HINTS' N' TIPS' N' CHEATS 



24HRS A DAY 365 DAYS A YEAR 
INFORMATION REGULARLY UPDATED 
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A DELICIOUS MILK CHOCOLATE EGG 

WITH AN EXCITING TOY SURPRISE, 

EVERYTIME 

FERRERO 



NOT AVAILABLE IN WESTERN AUSTRALIA 
FE003 
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